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Special Reserve Discount Mail Order - 01279 600204 

Market leaders in mail order home computing, estabiished 10 years, great web site and six amazing shops 
See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win. 


CD ROM 
GAMES 

MIN SYSTEM Pentium, SVGA & 16 MB 
MB = Min RAM • = NEW xx%= Highest review 
MMX = Features enhancements for MMX PC’s 
(18) = Rated 18, state over 18 when you order 

1943-EUROPEAN AIR WAR .31.99 

2 GOOD TO BE TRUE COLLECTION 
Nascar 2, Earth Siege 2, Caesar 2, Pinball 2, 
Ultimate Soccer Mgr 2, Print Artist V4.0 • .. .27.99 

3RD MILLENIUM .31.49 

4-4-2 89% 16.99 

688 HUNTER KILLER WIN95 .31.99 

7TH GUEST (15) 9.99 

7TH LEGION MMX .31.99 

9 (NINE) .19.99 

A BRIDGE TO FAR FOR WIN 95 16MB • ...31.99 

A-10CUBA 90% .9.99 

ACTUA GOLF 2 FOR WIN 95 MMX .26.99 

ACTUA ICE HOCKEY .26.99 

ACTUA SOCCER 2 26.99 

ACTUA SOCCER CLUB EDITION .9.99 

ACTUA TENNIS MMX .26.99 

ADIDAS POWER SOCCER .24.99 

AFTER LIFE 88% 9.99 

AGE OF EMPIRE FOR WINDOWS 95 94% 32.99 

AGE OF SAIL 83% 29.99 

AGENT ARMSTRONG FOR WIN 95 .19.99 

AHX-1 FOR WINDOWS 95 MMX .29.99 

ALIEN ALLIANCE FOR WINDOWS 95 .31.99 

ALIEN TRILOGY FOR WINDOWS 95 79% ...9.99 

ALPHASTORM .17.99 

AMERICAN CIVIL WAR .12.99 

ANDRETTI RACING FOR WINDOWS 95 ...31.49 
ARMOURED FIST 2 WIN95 MMX 84% • ...32.99 

ARMS RACE .26.99 

ASCENDANCY 93% 9.99 

ATLANTIS 83% 29.99 

AXELERATOR .19.99 

BALLS OF STEEL FOR WINDOWS 95 ...29.99 

BATTLE SPIRE .28.99 

BATTLECRUISER 3000AD .9.99 

BATTLEGROUND 

-BULL RUN 81% .26.99 

- NAPOLEAN IN RUSSIA .29.99 

- PRELUDE TO WATERLOO .29.99 

-ANTIETAM86% .24.99 

- GETTYSBURG 87% 22.99 

- WATERLOO 82% 29.99 

BEAVIS & BUTTHEAD - CALLING 

ALL DORKS FOR WINDOWS 95 90% 9.99 

BEAVIS & BUTTHEAD - LITTLE 

THINGIES FOR WINDOWS 95 90% .9.99 

BETRAYAL IN ANTARA FOR WIN 95 .25.99 

BIG RED RACING 87% 9.99 

BIG SIX COLLECTION 
Mortal Kombal, Sensible Soccer, 

Battlecruiser 3000AD, Bedlam, 

Stargunner, Enemy Nation • 15.99 

BIRTHRIGHT FOR WINDOWS 95 .27.99 

BLADE RUNNER WIN95 94% 29.99 

BLAM! MACHINEHEAD .4.99 

BLOOD 84% 29.99 

BRITISH OPEN CHAMPIONSHIP GOLF ...26.99 

BROKEN SWORD 90% .11.99 

BROKEN SWORD 2 WIN95 90% 25.99 

BUST A MOVE 2 .19.99 

CAPITALISM PLUS .27.99 

CAPTIVES FOR WINDOWS 95 .24.99 

CARMAGEDDON (15) 88% 19.99 

CARMAGEDDON DATA CD 

- SPLAT PACK (15) .15.49 

CART PRECISION RACING 

FOR WINDOWS 95 .32.99 

CHAMPIONSHIP MGR 2 1997/98 18.99 

CHAOS ISLAND FOR WINDOWS 95 .26.99 

CHRONICLES OF THE SWORD.10.99 

CHRONOMASTER .4.99 

CIVIL WAR 87% 22.99 

CIVIL WAR 2 FOR WINDOWS 95 23.99 

CIVILIZATION 2 96% 17.99 

CIVILIZATION 2 DATA DISK .14.99 

COLIN McRAE RALLY .24.99 

COLONIZATION 93% .11.99 

COMBAT CHESS .24.99 

COMMANCHE 3.0 WINDOWS 95 92% ...31.49 

COMMAND & CONQUER .29.99 

COMMANDS CONQUER- 

AFTERMATH - RED ALERT DATA CD ... 13.99 

COMMAND & CONQUER - 

RED ALERT 95% .29.99 



TOMB 


CONQUEST EARTH 86% .24.99 

CONSTRUCTOR 92% .29.99 

CREATURES 94% 12.49 

CRISIS FOR WINDOWS 95 MMX .29.99 

CROC FOR WINDOWS 95 .29.99 

CURSE OF MONKEY ISLAND 

- MONKEY ISLAND 3 FOR WINDOWS 95 29.99 
DARK COLONY FOR WINDOWS 95 84% 25.99 

DARK EARTH 83% 31.49 

DARK FORCES 2 - 

JEDI KNIGHT WIN95 94% 29.99 

DARK FORCES 95%.14.49 

DARK HERMETIC ORDER WIN95 .28.99 

DARK REIGN: THE FUTURE OF WAR 

FOR WINDOWS 95 89% 26.99 

DARKLIGHT CONFLICT 92% .29.99 

DEATHDROME FOR WINDOWS 95 80% 26.99 

DEATHMATCH MAKER 

(QUAKE EDITOR).14.99 

DEATHTRAP DUNGEON .29.99 

DESTINY 83% .20.99 

DESTRUCTION DERBY 2 WIN95 .19.99 

DIABLO WIN95 93% .29.99 

DIABLO DATA CD - HELLFIRE 

FOR WINDOWS 95* .15.99 

DIE HARD TRILOGY WIN95 93% 26.99 

DISCWORLD 2 85% .16.99 

DOOM 2 86% 14.49 

DOOM TRILOGY - THE DEPTHS OF DOOM 

A Three CD Collectors Set containing the original 
Doom, Episode 4 - Thy Flesh Consumed, 

Doom 2 and Master Levels for Doom 2.17.49 

DUKE NUKEM 3D (18) 93% 11.99 

DUKE NUKEM 3D DATA DISK 

- PLUTONIUM PACK.14.99 

DUNGEON KEEPER 96% .29.99 

E/A CRICKET 97 80% 24.99 

EARTH 2140* .16.99 

ECSTATICA 2 90% 29.99 

ELDER SCROLLS: DAGGERFALL 89% ...12.49 

ERASER .12.99 

EXCALIBUR.24.99 

EXTREME ASSAULT MMX 87% .19.99 

EXTREME POWER PACK VOL 2 

Tomb Raider, FIFA 97. Z, PC Joypad •.34.99 

F-22 LIGHTNING 2 90% 24.99 

F/A-18 HORNET .21.99 

F1 (EIDOS) .29.99 

FI MANAGER 97 .21.99 

FADE TO BLACK 94% .12.99 

FALLEN HAVEN 77% 26.49 

FEEBLE FILES .24.99 

FIFA - ROAD TO WORLD CUP WIN95 .. .29.99 

FIFA SOCCER 97 86% .27.99 

FIFA SOCCER MANAGER DATA CD .18.99 

FIFA SOCCER MANAGER VI.1 WIN95 ...31.49 

FIGHTER SQUADRON WIN95 .24.99 

FIGHTING FORCE 88% 29.99 

FISHERMANS PARADISE .13.49 

FLIGHT SIMULATOR 98 WIN95 MMX 94% 39.99 

FLIGHT UNLIMITED 2 29.99 

FLYING CORPS GOLD .19.99 

FLYING NIGHTMARES 2 .31.99 

FORMULA 1 97 FOR WINDOWS 95. 

REQUIRES 3D GRAPHICS CARD .34.99 

FORMULA 1 DOUBLE PACK 
FORMULA 1 GRAND PRIX 2 & 

FORMULA 1 GRAND PRIX MANAGER 2 ...31.49 

FORMULA 1 GRAND PRIX DATA CD 

-TOP SPEED .14.99 

FORMULA 1 GRAND PRIX MANAGER 2 ...18.99 

FRAGILE ALLIGIANCE 91% .17.99 

G-POLICE 92% 34.99 

GREAT BATTLES OF ALEXANDER .26.99 

GREAT BATTLES OF HANNIBAL .26.99 

HERETIC - SHADOW OF SERPENT 86% 11.99 

HEXEN 2 FOR WINDOWS 95 16MB 94% 29.99 

HOLIDAY ISLAND .26.99 

IGNITION FOR WINDOWS 95 82% .19.99 

iM1A2 ABRAMS .29.99 

IMPERIUM GALACTICA 90% .27.99 

INCUBATION MMX 94% 19.99 

INTERSTATE 77 FOR WINDOWS 95 .24.99 

JACK NICKLAUS 98 FOR WINDOWS 95 ...31.49 
JAGGED ALLIANCE - DEADLY GAMES ...26.99 


JOHN MADDEN NFL 97 81% .27.99 

JOHN MADDEN NFL 98 FOR WIN 95 .31.99 

JONAH LOMU RUGBY 80% .17.99 

KICK OFF 97 86% .25.99 

KRUSH KILL ‘N’ DESTROY (KKND) 

FOR WINDOWS 95 91% 19.99 

KRUSH KILL 'N’ DESTROY DATA CD .15.99 

LANDS OF LORE 2 WIN95 92% .26.99 

LEGACY OF KAIN .24.99 

LEISURE SUIT LARRY 6 12.99 

LIBERATION DAY (FALLEN HAVEN 2) ...26.99 

LINKS 386 PRO .9.99 

LINKS 98 FOR WINDOWS 95 30.99 

LITTLE BIG ADVENTURE 2 90% 29.99 

LONGBOW 2 FOR WINDOWS 95 .31.49 

LORDS OF MAGIC • .27.99 

LORDS OF THE REALM 2 81% .29.99 

LUCKY LUKE • .31.49 

MACHINE HUNTER .27.99 

MAGESLAYER FOR WINDOWS 95 .28.99 

MAGIC THE GATHERING - BATTLEMAGE 9.99 

MAGIC THE GATHERING WIN95 92% .15.99 

MANX TT FOR WINDOWS 95. 

REQUIRES 3D GRAPHICS CARD .36.99 

MASTER OF ORION 2 92% 29.99 

MAXIMUM FORCE FOR WINDOWS 95 ...27.99 

MECHWARRIOR 2- MERCENARIES .24.99 

MEN IN BLACK 93% .27.99 

MIA FOR WINDOWS 95 28.99 

MICRO MACHINES V3 .21.99 

MONSTER TRUCKS 80% .31.99 

MORTAL KOMBAT MYTHOLOGY WIN95 27.99 

MYTH - THE FALLEN LORDS .29.99 

NBA HANGTIME FOR WINDOWS 95 80% 27.99 

NBA JAM EXTREME WIN95 82% 19.99 

NEED FOR SPEED 2 SE WIN95.31.49 

NHL BREAKAWAY 98 26.99 

NHL ICE HOCKEY 98 3Dfx/dir 81% .31.99 

NO RESPECT .23.99 

NUCLEAR STRIKE FOR WINDOWS 95 ...29.99 

ODDWORLDS: ABE’S ODDYSEE MMX ...29.99 

PAX CORPUS • 32.99 

PAXIMPERIA: EMINENT DOMAIN 91% ...24.49 

PERFECT GRAND PRIX - F1GP2 D/DISK 13.99 
PETE SAMPRAS EXTREME TENNIS 97 

FOR WINDOWS 95 93% 17.99 

PFA SOCCER MANAGER .29.99 

PGA EUROPEAN TOUR GOLF 96 94% ...12.99 

PGA TOUR PRO 3D FOR WINDOWS 95 ...31.49 
PGA TOUR PRO FOR WINDOWS 95 94% 29.99 
PHANTASMAGORIA 2 WIN95 (18) 80% ...29.99 

PIRATES GOLD .11.99 

POLICE QUEST - S.W.A.T. 2 83% .27.99 

POPULOUS: THE 3RD COMING .29.99 

POSTAL (18) 27.99 

POWER FI .12.49 

PREMIER MANAGER 97 83% 24.99 

PRIVATEER 2: DARKENING 90% .31.99 

PROJECT ARIOS .26.99 

PUMA WORLD FOOTBALL 98 19.99 

Q.A.D{QAD) .19.99 

QUAKE 95% 13.99 

QUAKE 2 FOR WINDOWS 95 29.99 

RE-LOADED .9.99 

REALMS OF THE HAUNTING91% .14.99 

REBEL ASSAULT 2 90% 14.49 

REBEL MOON RISING WIN95 MMX .27.99 

RED BARON 2 FOR WINDOWS 95 .34.99 

RESIDENT EVIL FOR WINDOWS 95 83% 25.99 

RISE OF THE TRIAD 82% 7.99 

RIVEN (SEQUEL TO MYST)* .31.99 

SAFE CRACKER FOR WINDOWS 95 .19.99 

SCREAMER 2 93% .25.99 

SECRET OF MONKEY ISLAND 1 & 2 .13.99 

SENSIBLE SOCCER 2000 WIN95 .29.99 

SENSIBLE WORLD OF SOCCER 96/97 .. .22.99 

SENTIENT 82% 24.99 

SETTLERS 2 92% AND ARCHIMEDEAN 

DYNASTY 94% TWIN PACK .19.99 

SETTLERS 2 DATA DISK - MISSIONS ...14.49 

SETTLERS 2 GOLD EDITON • 26.99 

SEVEN KINGDOMS .29.99 

SIERRA PRO PILOT FOR WINDOWS 95 ...30.99 

SIM CITY 2000 ANNIVERSARY .19.99 

SIM CITY 3000 MMX .32.99 

SIM COPTER FOR WINDOWS 95 86% ...24.99 

STARGUNNER .12.49 

STAR TREK - BORG FOR WINDOWS 95 22.99 



STAR TREK - KLINGON 
STAR TREK - STAR FLEET ACADEMY • .. .31, 

STAR WARS SUPREMACY WIN95 .29, 

STARCRAFT FOR WINDOWS 95 27, 

STARS 82% .21, 

STEALTH REAPER 2020 .28, 

STRATOSPHERE .35, 

STREETFIGHTER 2 9. 

STREETS OF SIM CITY WIN95 .29, 

SUPER EF2000 13. 

SUPER PUZZLE FIGHTER 2 WIN95 86% 13. 

SYNDICATE WARS 92% 19. 

TAKE NO PRISONERS* .31 

TEAM APACHE .29. 

TERMINATOR-SKYNET 81% 15. 

TERRACIDE FOR WINDOWS 95 82%.27. 

THE REAP*.27. 

THEME HOSPITAL 91% 29. 

THUNDERHAWK 2 - FIRESTORM 90% ...7. 

TOCA TOURING CARS .24. 

TOMB RAIDER 2 .29. 

TONE REBELLION 84% 29. 

TOONSTRUCK 93% 9. 

TOP GUN-FIRE AT WILL 92% .11 

TOTAL ANNIHILATION WIN95 94% 30. 

TOTAL MANIA .8 

TRANSPORT TYCOON -r EDITOR 90% ... 11 

TRASH IT .28 

TUROK - DINOSAUR HUNTER .29. 

UBIK* .32. 

UEFA .26. 

UFO-ENEMY UNKNOWN 91% .11, 

ULTIMATE SOCCER MGR 2 WIN95 82% 12, 

ULTIMATE SOCCER MGR 98 WIN95 .24, 

UNDER A KILLING MOON 92% 9, 

UNREAL FOR WINDOWS 95 MMX .29, 

US NAVY FIGHTERS 97 13. 

VIRUS .24. 

WAR OF THE WORLDS WIN95 .27. 


CD NON GAMES 

3D INTERIOR DESIGNER 2 .24.99 

AMIGA EMULATOR .16.49 

ARCADE CLASSICS PLUS .14.99 

BEAUTIFUL SOUTH SONG BOOK * 24.99 

BEST POP PUB QUIZ EVER! WIN95 .9.99 

BLUR - INTERACTIVE SONG BOOK *.24.99 

BRODERBUND 65,000 CLICK ART .37.99 

CLEANSWEEP3 .39.99 

EUROPRESS FAMILY ENCYCLOPEDIA * 24.99 

FIRST AID 98 FOR WINDOWS 95 .30.99 

FISHER PRICE - TOYLAND * .19.99 

GALAXY OF CLIPART .18.99 

IBM SIMPLY SPEAKING WIN95 .49.99 

INXS-GREATEST HITS 

INTERACTIVE SONG BOOK * 24.99 

KLIK AND PLAY ENHANCED .19.99 

MAGIC WORLD OF BEATRIX POTTER * ...21.99 

MCAFEE VIRUS SCAN 3.1 29.99 

MEGA MATHS CD (ED).26.99 

MICRO FRENCH CD WIN95 .26.99 

MINI OFFICE TAX 97 19.99 

MS CINEMANIA 97 FOR WINDOWS 95 ...19.99 

MS ENCARTA 98 DELUXE WIN95 .62.99 

MS WINDOWS 95 UPGRADE .75.99 

NEW BEAT TRANCEMISSION ( 6 +) .19.99 

POWER 2 PLAY .17.99 

PROFESSIONAL CV WRITER .14.99 

SPECTRUM CD 97 16.99 

UNINSTALLER 4.5 FOR WINDOWS 95 ...32.99 


BOOKS 


WARCRAFT 2 DELUXE 

INCLUDES DATA DISK + GUIDE BOOK ...29.99 

WARGODS FOR WINDOWS 95 .27.99 

WING COMMANDER 3 (15) 95% 14.99 

WING COMMANDER PROPHECY WIN95 31.99 
WIPEOUT 2097. 

REQUIRES 3D GRAPHICS CARD 82% ...32.99 

WITCHAVEN 2 88% 6.99 

WORLDWIDE SOCCER 87% .27.99 

WORMS -t- REINFORCEMENT D/DISK ...13.49 
WORMS 2 90% 29.99 

Y.r'ARQ OP QQ 

X-COM - APOCALYPSE 95% ’ ”!27;99 

X-FIGHTERS FOR WINDOWS 95 .27.99 

X-FILES: UNRESTRICTED ACCESS .19.99 

ZORK LEGACY COLLECTION .25.99 


COMMAND & CONQUER GUIDE .16.99 

COMPLETE IDIOTS GUIDE TO WIN95 ...18.49 

COUNTER STRIKE OFFICIAL GUIDE .14.99 

DIABLO OFFICIAL STRATEGY GUIDE .9.99 

DISCWORLD 2 OFFICIAL 

STRATEGY GUIDE .15.99 

DUKE NUKEM 3D STRATEGIES .16.99 

DUNGEON KEEPER OFFICIAL GUIDE ...15.99 

MARIO 64 OFFICIAL 

PLAYERS GUIDE BOOK .9.99 

MARIO KART 64 OFFICIAL 

PLAYERS GUIDE BOOK .9,99 

MARIO KART 64 

UNAUTHERISED SECRETS .9.99 

MS WINDOWS 95 STEP BY STEP .22.99 

NINTENDO 64 

UNAUTHORISED SECRETS .9.99 

PHANTASMAGORIA 

OFFICIAL STRATEGY GUIDE .15.99 

PLAYSTATION SECRETS, 

STRATEGIES AND SOLUTIONS .15.99 

QUAKE! AUTHORISED 

STRATEGY GUIDE .17.99 

SECRET CODES FOR NINTENDO 64 .7.99 

SECRET CODES FOR PLAYSTATION .7.99 

SPECIAL RESERVE 

BOOK OF 2001 CHEATS .3.99 

SUPER MARIO 64 SURVIVAL GUIDE .11.99 

SYNDICATE WARS CLUE BOOK .8.99 

THEME HOSPITAL POCKET GUIDE .11.99 

WING COMMANDER 4 

UNAUTHORISED SECRETS .9.99 


The Fastest, Most Powerful Games Console on Earth 



Nintendo 64 

99.99 less £10* 

Official UK Nintendo 64 complete with 
Nintendo 3D controller and RF lead. 

N64 Fire Pack 

139.99 less £10* 

Official UK Nintendo 64 with 
Nintendo 3D controller and RF lead 
PLUS extra Nintendo 3D Controller 
and 1 MB Memory Card 

‘Deduct £10 off the price of any one item 
bought at the same time as a Nintendo 64 aod 
PAY LATER if your total purchase is over 
£250, subject to status 

SCART LEAD - N64 to scart TV .8.99 

256K MEMORY CARD (12 slots) .7.99 

1MB MEMORY CARD (48 slots) .12.99 

OFFICIAL 3D CONTROLLERS . 25.99 

Available in Black, Blue, Green, Grey, Red and Yellow 


BLAST CORPS 89% .40.99 

CLAYFIGHTER .47.99 

DIDDY KONG RACING .40.99 

DOOM 92% .46.99 

DUKE NUKEM 64 .46.99 

EXTREME G .48.99 

FI POLE POSITION .44.99 

FIFA - ROAD TO WORLD CUP ...49.99 

FIFA SOCCER 81% .29.99 

GOLDENEYE .40.99 

HEXEN 85% 44.99 

INT'L SUPERSTAR SOCCER 64 44,99 
KILLER INSTINCT GOLD 88% ...44.99 

LAMBORGHINI 64 44.99 

LYLAT WARS -r RUMBLE PACK 47.99 

MACE .46.99 

MARIO KART 64 .40.99 

MISCHIEF MAKERS .40.99 

MULTI RACING CHAMPIONS .. .44.99 

NBA HANGTIME 80% .44.99 

NFL QUARTER BACK CLUB 98 ...45.99 

PILOT WINGS 64 90% .40.99 

SAN FRANCISCO RUSH .46.99 

SHADOWS OF THE EMPIRE ...47.99 

SUPER BOMBERMAN 64 .40.99 

SUPER MARIO 64 100% .40.99 

TOP GEAR RALLY .44.99 

TUROK - DINOSAUR HUNTER ...48.99 

WAVE RACE 64 .44.99 

WAYNE GRETSKY 90% 46.99 

WCW VS NWO; WORLD TOUR ...44.99 
WETRIX .44.99 


ALL PRICES INCLUDE VAT 


GRAPHICS CARDS 

CREATIVE LABS 4MB 3D BLASTER .79.99 

Includes Battle Arena Toshinden SE , Flight 
Unlimited and Rebel Moon 
•HOME* 4 MB MATROX MYSTIQUE 220 ...139.99 
Includes Moto Racer, Disney’s Toy Story and 
Kai’s Power Goo 

DIAMOND VIPER 330 AGP 4 MB CARD 179.99 
New very high speed card for Pentium II systems 

3Dfx FOR MAXX POWER 

Take your graphics to a new 
^ level of excellence with the 

* ^ • 3Dfx standard. No more 

pixelation or sluggish 
updates, just fast and smooth 

ORCHID RIGHTEOUS 4 MB 3Dfx.139.99 

DIAMOND MONSTER 4MB 3Dfx .149.99 

SHARPEN YOUR IMAGE 
WITH A NEW MONITOR 

We can supply you with a 
superb new monitor from ADi 
or Belinea. All come with a 3 
year manufacturer’s warranty, 
0.28 dot pitch, MPRII low 
radiation emmisions plus a tilt 
and swivel stand. 


SIMM’s AND DIMM’s 

72 Pin SIMM’s. 32 BIT non-parity, 72Ns access 
NON EDO. suitable for most 486 machines. 


INCLUDES VAT 
& DELIVERY 
4 MB SIMM 
8 MB SIMM 
16 MB SIMM 


SINGLE MATCHED 
PAIR 


.17.99 . 
.27.99 . 
.49.99 . 


..34.9 

.53.9 

.95.9 




15” BELINEA SVGA MONITOR .119.99 

15” ADi SVGA MONITOR .189.99 

17” BELINEA SVGA MONITOR .349.99 

17” ADi SVGA MONITOR .389.99 

21 ” ADI SVGA MONITOR .939.99 


EDO RAM with Extended Data Out channel for 
improved performance. Suitable for most Pentium 
and Pentium II PC’s 

4 MB EDO SIMM .16.99 32.99 

8 MB EDO SIMM .28.99 54.99 

16 MB EDO SIMM .45.99 87.99 

32 MB EDO SIMM.99.99 ...189.99 

16 MB DIMM SDRAM EXPANSION .49.99 

32 MB DIMM SDRAM EXPANSION .99.99 

Always check your motherboard manual for 
suitablity prior to purchase. 

LOW COST INTEL CPU'S 

PENTIUM PI00 MHz CPU CHIP.69.99 

PENTIUM PI20 MHz CPU CHIP.89.99 

MMX PENTIUM P166 MMX CPU CHIP .. .109.99 
MMX PENTIUM P200 MMX CPU CHIP . ..179.99 
PENTIUM II 266 MHz INTEL CPU CARD 449.99 
PENTIUM II 300 MHz INTEL CPU CARD 599.99 
GEMLITE *AT-TX* PENTIUM TRITON 3 

MOTHERBOARD FOR PC .99.99 

AT standard. MMX compatible with 512k cache 

INTEL PENTIUM II PD440FX 

MOTHERBOARD FOR PC .159.99 

ATX form factor for fitting to standard ATX case 


FAST CD ROM DRIVES 

These CD ROM drives all conform to all major 
standards including Photo-CD and MPC, easy to 
install, and they complete fitting kit and instructions 

CREATIVE LABS 6X CD ROM DRIVE .. .44.99 
CREATIVE LABS 8X CD ROM DRIVE .. .54.99 
CREATIVE LABS 24X CD ROM DRIVE ...79.99 
CREATIVE LABS 

DISCOVERY KIT 24X64 .139.99 

Includes Creative 24x CD ROM drive, AWE64 
Value sound card and active speakers 

READ/WRITE CD ROM 

TRAXDATA CDR2604EL 

INTERNAL CD WRITER .229.99 

High perfomance 6x speed read and 2x speed 
write. Ideal for data back-up, and audio recording. 
Requires SCSI interface (available separately). 

TRAXDATA SCSI INTERFACE CARD . . 49.99 

PACK OF 5 RECORDABLE CD’S .11.99 

PACK OF 10 RECORDABLE CD’S .18.99 

CHEAP HARD DRIVES 

A quick and easy way to increase your capacity. 
Install a second drive in minutes and you can say 
goodbye to your storage worries 

QUANTUM BIG FOOT 

1.2 GB E-IDE HARD DRIVE .99.99 

MAXTOR DIAMOND MAX 

2.5 GB E-IDE HARD DRIVE .149.99 

QUANTUM FIREBALL TEMPEST 

3.2 GB E-IDE HARD DRIVE .179.99 

QUANTUM FIREBALL STRATUS 

4.3 GB E-IDE HARD DRIVE .214.99 


BEST VALUE 
COLOUR PRINTERS 

These inkjet printers represent the 
very best of the market offering 
quality and performance at a 
I low price. Plus a FREE 

k bi-directional lead. 

I . CANON BJC 250 ...139.99 

I CANON BJC 4300 189.99 

^ CANON BJC 620 .219.99 

EPSON STYLUS 300 .139.99 

EPSON STYLUS 400 .169.99 

Includes Sierra Print Artist, Live Pix 
and Big Red Racing 

EPSON STYLUS 600 .229.99 

Includes Sierra Print Artist, Live Pix 
and Big Red Racing 

EPSON STYLUS PHOTO .379. 

Photo quality printer with Live Pix editing software 
HEWLETT PACKARD DESKJET 400C ...114.99 
HEWLETT PACKARD DESKJET 690C . . .189.99 

We also stock a huge range of manufacturers ink 
cartridges, ribbons and toners. 

SOUND CARDS 

Want the best sound card choose Creative Labs, 
the inventors of Sound Blaster 
CREATIVE LABS PHONE BLASTER 

VOICE INT 28.8 . 

Combined 16 BIT Sound Blaster and 
28.8 Fax/Modem -t- speakers and Microphone 

SOUND BLASTER AWE64 VALUE .89.99 

SOUND BLASTER AWE64 GOLD .159.99 

Awesome sound quality, plays up to 64 instruments 
simultaneously. Up to £23 cashback on your old 
card, see pack for details 


FAX/MODEMS 

All our Fax/Modems come with the Special Reserve 
Internet Starter Pack including 30 hours/3 months on-line 

CREATIVE LABS PHONE BLASTER 

VOICE INT 28.8 .69.99 



EXTERNAL 28.8 FAX/MODEM .54.99 

US ROBOTICS SPORTSTER 

INTERNAL WINMODEM 33.6 .69.99 

US ROBOTICS SPORTSTER VI 33.6 ...129.99 

Please state internal or external 

GAME CONTROLLERS 

DESTINY STEERING 
WHEEL 

& FOOT PEDALS 56.99 

True analogue steering, 
accelrator and brakes 


SAITEK X36 FLIGHTSTICK & 
THROTTLE ... 84.99 
Rotary controls, 14 digital 
inputs, 3 8-way hat switches, 
serial mouse control 


POWER PAD PRO JOYPAD 
19.99 

Analogue joystick and digital 
joypad 

MICE 


SPECIAL RESERVE MOUSE 
9.99 

2 button microswitched serial 
mouse with comfortable 
moulded shape 






































































































































































































































































































































































Special Reserve Discount Mail Order - 01279 600204 

Over 300,000 people have joined Special Reserve, the largest games club in the World. 

Total satisfaction guaranteed or all you money back. Biggest Range, Best Service, Best Prices. 





The Special Reserve PC’s 

Superb value with prices from just £999.99 including VAT 
Choose Buy Now Pay Later With just a 20% deposit and pay the 

BALANCE IN 6 MONTHS. Or TAKE OUT A PERSONAL LOAN @ 17.9% APR 


The Special 
Reserve 
MAXX 3Dfx 

MAXX, AS THE NAME 
SUGGESTS, IS A 
FLAGSHIP AMONG 

COMPUTERS. Massive hard drive, highest speed, best sound, 

LATEST SOFTWARE, TOP GAMES AND HUGELY POWERFUL 3DfX 

accelerator, a technological dream machine. P2 P300 
MODELS are now AVAILABLE. 

• Massive 6400 MB Hard Drive 

• Twenty Four x Speed CD ROM drive 

• Sound Blaster AWE64 Value Latest Wave Table sound card 
with 64 voice polyphony 

• Diamond Viper V330 AGP 4 MB 230 Mhz graphics card 

• Diamond Monster 3Dfx 4 MB PnP 3D graphics accelerator. 

• Intel Atlanta AL440LX High performance Pentium II 
motherboard with 512k of pipeline burst cache 

• Intel Pentium P2 P266 or P2 P300 MMX CPU 

• ADi Provista 14” SVGA colour monitor with tilt & swivel stand 
and 2 year ADI on-site warranty. Optional 15” {add £50) or 
17” models (add £250) 

• 32 MB SDRAM DIMM 64-bit memory expandable to 256 MB 

• Screenbeat Maxim 250 Watt speakers 

• Creative Labs Desk Microphone 

• Windows 95 keyboard, mouse and mat 

• All software Installed and also on CD except demo’s 

• One year on-site warranty (2nd year £100) 

MAXX 3Dfx Software Pack 

• Windows 95 Release 2 • Microsoft Works V4 for Windows 95. Word 
Publisher, Spreadsheet & Database • Microsoft Encarta 96 best-selling 
Encyclopedia (UK version) Microsoft Fine Artist, Microsoft Wine Guide, Microsoft 
Dangerous Creatures • Three Dorling Kindersley CD’s. DK The Way Things 
Work 2, DK Encyclopedia of Science 2, DK Encyclopedia of Nature 2 • Creative 
Labs Sound Suite • Championship Manager 2, Formula 1 (Psygnosis), EF2000, 
Descent 2, Hyperblade and Mechwarrior 2 (most of these games are enhanced for 3D) 

• Special Reserve BIG 40 Games Pack listed under ZZAP PC. 

Additional Features of the Internet-ready 

MAXX 3Pfx.net version 

• Diamond Supra Express 56K Voice/Fax/Modem 

• 30 hours, 5 months FREE internet connection 

• Trio Software Answers your telephone, takes messages and sends 
and receives faxes 

The MAXX is available without the 3Dfx card, call 01279 600204 for details 



The Special 
Reserve 
ZZAP.net PC 

Hand-built in the UK from 

LEADING BRAND COMPONENTS, THE 
ZZAP OFFERS RAW POWER AND AN 
ABUNDANCE OF FREE GAMES SOFTWARE, PLUS WORKS, ENCARTA AND 

Dictionary of The Living World. There’s even a built-in modem 

AND THREE MONTHS FREE INTERNET TIME. WE SINCERELY BELIEVE 
THAT YOU CAN’T BUY A BETTER PC FOR UNDER £1000. 

• 1200 MB hard drive 

• Eight X Speed Creative Labs IDE CD ROM drive 

• Sound Blaster 16 Vibra Creative Labs sound card 

• Phone Blaster 28.8 Voice/Fax/Modem 

• Creative Labs 3D Blaster 4MB Powerful graphics card 

• Gigabyte Intel Triton 3 VX MMX motherboard 

• 512k of Pipeline Burst Cache 

• Intel Pentium P200 MMX CPU 

• ADi Provista 14” SVGA colour monitor with tilt & swivel stand 
and 2 year ADI on-site warranty. Optional 15” (add £50) or 
17” models (add £250) 

• 16 MB Fast EDO RAM expandable to 256 MB 

• Creative Labs Stereo speakers 

• Windows 95 keyboard, mouse and mat 

• All software installed and also on CD except demo’s 

ZZAP.net Software Pack 

• Windows 95 Release 2 Microsoft’s latest system • 30 hours, 3 months FREE 
internet connection via CompuServe, AOL and Line One • Supervoice Software 
Answers your telephone, takes messages, forwards calls, alerts your pager, sends 
and receives faxes. • Actua Soccer 

Special Reserve BIG 40 Games Pack containing Settlers 2, RAC Rally . 
Championship, Transport Tycoon, Railroad Tycoon, UFO Enemy Unknown, 
Civilization, Formula 1 Grand Prix, Master of Orion, Sensible Golf, Zone Raiders, 
Archer Maclean's Pool, B17, Dogfight, F117A, Subwar 2050, Starlord, Machiavelli, 
F15 III, Manic Karts, Lure of the Temptress, Iron Assault, Goal, Hand of Fate, 
Gunship, Jack Nicklaus Golf, Mig 29, Silent Service 2, Team Yankee, Championship 
Manager, FI 9 Stealth Fighter, IsharHokum KA50, Conspiracy, Campaign, Grand Prix 
Masters and playable episodes of Jedi Knight, Hexen 2, Tomb Raider, Duke 
Nukem 3D, Quake 2 & Swiv 3D 

Additional ZZAP-XS.net Software Pack 

For an additional £50 you can choose the ZZAP-XA.net. Retaining all the features of 
the ZZAP.net you get four top utility packages. 

• Microsoft Works V4 A leading integrated suite of applications including a user- 
friendly Word Publisher (Word Processor + graphics), Spreadsheet and Database 

• Microsoft Encarta 96 Best Encyclopedia • Microsoft Musical Instruments 

• Dictionary of the Living World CD 


INTEL PENTIUM 

EDO RAM 

EX VAT 

INC VAT 

10% 

36 MONTHLY 


TOTAL 

MHz CPU SPEED 

SIMMS 

PRICE 

PRICE 

DEPOSIT 

PAYMENTS OF 

APR% 

PAYABLE 

ZZAP.net .INTEL P200 MMX 

.16 MB 

...851.06 ... 

.999.99 ... 

.99.99 .. 

.31.89 .. 

. ...17.9% 

...1248.03 

ZZAP-XS.net .INTEL P200 MMX 

.16 MB 

SDRAM DIMMS 

...893.61 ... . 

.1049.99 

.104.99 .. 

.33.84 .. 

. ...17.9% 

...1310.27 

MAXXSDfx ...INTEL P2P266 MMX 

.32 MB , 

...1702.12 ... . 

.1999.99 

.199.99 .. 

.63.79 .. 

. ...17.9% 

...2496.43 

MAXX 3Dfx.net INTEL P2 P266 MMX 

.32 MB , 

...1787.23 ... . 

.2099.99 

.209.99 .. 

.66.98 .. 

. ...17.9% 

...2621.27 

MAXX3Dfx ...INTEL P2P300 MMX 

.32 MB , 

...1914.89 ... . 

.2249.99 

.224.99 .. 

.71.76 .. 

. ...17.9% 

...2808.35 

MAXX 3Dfx.net INTEL P2 P300 MMX 

.32 MB . 

...1999.99 ... . 

.2349.99 

.234.99 .. 

.74.95 .. 

. ...17.9% 

...2933.19 


Please add £15 carriage if purchasing by mail order. Sales Lines 01279 600204 open 'til 8 pm. We only supply members but Trial Membership is only 50p and there is no obligation to buy. 
Options, fitting charges and carriage charges specified at the time of ordering can be added into the purchase price for the purpose of finance. All offers are subject to availability and prices 
and specifications may fluctuate. Personal loans are subject to status. Payment can be made by credit card, cheque or personal loan at 17.9% APR (3 years) or 19.1% APR (2 years) or 
choose PAY LATER (20% deposit, balance after 6 months, APR 0%, subject to status). Please allow time for clearance. Loans can be arranged on the spot in our club shops. 



Gravis PC Controllers 


GRAVIS BLACKHAWK 
JOYSTICK .32.9 

iMoulded grip with hand 
rest. 4 quick response 
buttons, smooth action 
rotary throttle, 
heavy base 
with high quality components 


GRAVIS PRO JOYSTICK 
24.99 

Built in throttle control, 
five fire buttons 
including trigger 
button, 8 adjustable 
handle tension settings, 
non slip feet to ensure 
stability, 1.8 metre cable, foam padded 
handle plus free testing software 



GRAVIS GAMEPAD 
19.99 

Removable joystick 
handle, multiple 
button configurations 
including single shot and turbo fire, 
optional third and fourth button support, 
right or left handed control 


GRAVIS GAMPAD PR< 
32.99 

10 program 
buttons for 
keyboard 
controlled 
games, fast 
interface tor 
responsive control, self 
calibrating joystick handle 

Officially Approved for Gravis 




PlayStation Value ... 129.99 less £10* 

with TWO Sony Controllers, Sony Memory card 
and Playable Demo CD 

‘Deduct £10 off the price of any one item bought at the same 
time as a PlayStation §nd PAY LATER if your total purchase is 
over £250, subject to status 


MICRO MACHINES 3 28.99 

18.99 NEED FOR SPEED 2 29.99 

,35.99 NUCLEAR STRIKE .33.99 

,18.99 ODDWORLDS: ABE’S ODDYSEE 32.99 

.34.99 PARAPPA THE RAPPER .25.99 

,32.99 RESIDENT EVIL - D CUT .27.99 

,32.99 SYNDICATE WARS .34.99 

,18.99 TIME CRISIS-t-LIGHT GUN .49.99 

,36.99 TOGA TOURING CARS.32.99 

,36.99 TOMB RAIDER.36.99 

FORMULA 1 97 .39.99 TOMB RAIDER 2 .36.99 

G-POLICE90% .38.99 TRANSPORT TYCOON .42.99 

INT’L SUPERSTAR SOCCER PRO 35.49 V - RALLY .35.49 

INT’L TRACK AND FIELD .17.99 WARCRAFT 2 .36.99 

JURASSIC PARK - LOST WORLD 32.99 WORMS 92% .18.99 


ACTUA GOLF 2 .30.99 

ALIEN TRILOGY . 

BROKEN SWORD . 

BUST A MOVE 2 . 

CMND & COR - RED ALERT . 

DIEHAFiDirRiL6GY93% .... 

FADE TO BLACK 90% . 

FIGHTING FORCE 
FINAL FANTASY 7 


Special Reserve Big Club Shops 

Visit one of our great shops for massive selection at rock bottom prices 
We guarantee the lowest price in town - by a full £2 
All our shop's have PC upgrade and repair facilities 


BRISTOL 

351 Gloucester Road (A38), 
Bristol. 

1 V 2 miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


CHELUSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from 
the bus station 

Tel: 01245 348777 

EGHAM 

168 High Street, 

Egham, Surrey. 

Near Windsor and Staines 

Grand Opening 15th November 
Tel: 01784 473444 


NOTTINGHAM 

164 Derby Road, 

Stapleford, Nottingham. 

2 miles from junction 25 of the Ml, 
near Kwik Fit and Pizza Hut 

1 Tel: 0115 949 1000 

SAWBRIDGEWORTH 

The Maltings, Station Road, 
Sawbridgeworth, Herts. 

Not far from the Ml 1 , just around 
the corner from the train station 

Tel: 01279 600399 


UPMINSTER 

209/213 St Mary’s Lane, 
Upminster, Essex. 

2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 


Annual Membership 

All for £ 6.00 



It’s easy to join, just phone 01279 600204 or send in the order form. 

There’s no obligation to buy anything, you can be any age, and it only costs £6.00. i 

1. Thousands of products to choose from - all at big discounts, 
many at below trade price or under half price. There is no oblication^ 
to buy and you can join at any age. 

2. Members receive 10 issues of our colour Club Magazines per 
year, including our full catalogue of over 2,000 discounted products 
and and great prizes to be won. 

3. The incredible Special Reserve Book of 2001 Cheats 
(all formats) will be sent to you with your Family Membership Card. 

4. AND choose any one of the FREE GIFTS below if you buy just one 
item at the same time as you join. All of our gifts are worth the membership fee or 
much more. You can extend (renew) your membership for £5.50 just to get more 
gifts if you want them. 

FREE MINI BOY KEYRING CONSOLE 

Minature hand-held console with 55 variations of 
4 classic games. Includes a Tetris style game 

OR FREE VIRTUAL MEGA PET i 

8 electronic virtual pets in one. Choose to look | 
after an Alien, Bird, Dog, Cat, Dinosaur, Panda, 

Penguin or Frog.'' 

OR FREE PERSONAL STEREO WITH 
HEADPHONES AND CARRY CASE 

Personal stereo cassette player with 
headphones plus a padded carry 
;ase for tapes & accessories 

OR EIGHT GAMES FREE FOR PC 

Games include: Desert Strike, Jungle Strike, Actua 
Soccer semi-final edition. Normality Inc playable 
demo, Zool 2, Lotus 3, Toyota Celica GT Rally and 
Team Suzuki. ALL 8 GAMES ABSOLUTELY FREE 


OR SEVEN GAMES FREE FOR PC 

Games include: Civilization, Lemmings, 
Sensible Soccer, Elite, Frontier - Elite 2, Jimmy 
White’s Snooker and Zool. ALL 7 GAMES 
ABSOLUTELY FREE 

OR FREE CD WALLET 
(24 CAPACITY) 

Excellent for storing loose CD’s ideal for 
use in the home, car or office. 

Offers subject to stock availability. Other offers available. 

Overseas members add £2 postage 






Pay Later 



6 months interest free when you spend a total of 
over £250 on ANY goods from our entire range 

Ask at our shops or phone 01279 600204 - subject to status 

20% deposit. Pay the balance after 6 months or commence payments from £9 per 
month @ 29.8 APR. Either way there's no interest for the first 6 months - that’s 0% APR, 

Special Reserve 

01279 600204 

Or FAX YOUR ORDER ON 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

Members only - Join as you order - no obligation to buy anything 

Trial Membership just 50p(One MAGAZINE, One order) 
OR Annual Membership £6 (uk), e9 (ec) £12 (world) 

Annual Membership includes 10 Club Magazines and our Book of 2001 
Cheats. AND there’s a choice of fabulous free gifts if you buy just one item 
when you take out a £6 Membership. 

All prices include VAT and carriage to MOST UK mainland addresses, 

(BLOCK CAPITALS please) ULTIMATE PC 

Name & Address_ 


Postcode_Phone No_ 

Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK £6.001 


Machine 


item 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


credit card 

EXPIRY DATE _ 


SWITCH 
_(ISSUE NO._ 


Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item 
Hardware items (battery or mains) are only supplied to the UK mainland 

Immediate cheque clearance 
Cheques payable to Special Reserve at 
PO Box 847, Harlow, CM21 9PH 


Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry a £1 surcharge in our shops. SAVE = Saving off full rTcommended price. SenTto ^ess 09/12/97 ErrorTroTimiSioTs” 

Excluded. Inter-Mediates Ltd, T/A Special Reserve. The Mattings. Sawbridgeworth, Herts CM21 9PG 
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Rapide Publishing, 

I Roman Court, 48 New North Road, 
Exeter EX4 4EP 
Telephone: 01392 495155 
Fax: 01392 491135 
email: upc@rapide.co.uk 

THE ULTIMATE TEAM 
Managing Editor Chris Marke 
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david@rapide.co.uk 
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Liberation Day 

Panzer 44 

Jetfighter Full Burn 

Ultimate Soccer 
Manager ’S8 

Battlezone 

Deathtrap Dungeon 

FIFA 98 Road to the World Cup 

Virtua Cop 2 
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Pinball Addiction 
Warbreeds 
MAX 2 

Die by the Sword 

Andretti Racing 

l-War 

Dreams 





Art Director Ian Roxburgh 
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Designers Richard Grace 

Martin Smith 

Production Director Mark Ayshford 
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Features 


We've a top-of-the-range PC worth £1500 
up for grabs. Answer the questions to 
have a chance of winning 


Contributors 
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David Gibbon, 
Keith Pullin 
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Mark Smith 

marksmith@rapide.co.uk 
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Cellulnid tn PC 

We investigate the links between the 
video entertainment industry and the 
movie world 


Cnurting Cnntrnversy 

Are software companies purposely 
courting controversy to help sell their 
games? We investigate! 


soiuaae 


142 TonblaMerll 


Bempeauea 

IS" Pobilial leathtrap 


We bust the fastest-selling game of all- 
time in this extensive solution to the 
first half of Tomb Raider II 


Turn Clancy 

Hunt for Palitika Correctness 

We talk to the renowned author about 
his new game, Poiitika 
























ReguiBus 

G irnr ED 

There's over fifteen playable demos on this month's CD for 
you to take a look at 

12 Front lines 

We round up all the latest happenings in the world of PC 
gaming in our exhaustive news section 

26 On the Drawing Board 

After a quiet winter, Interplay look set to burst on to the 
scene with a strong Spring '98 line-up 

2 First Sightings 

Air Warrior III — The classic multiplayer flight combat sim 
returns for a third time, but has it still got what it takes? 

32 Previews 

This month we take an exclusive look at Ultimate Soccer 
Manager '98 and a sneak peek at Die By the Sword 

56 Showcase 

Starship Titaaio — With the game's release delayed, we 
see how work is progressing 

6ii Reviews 

The exclusive review of Eidos' Deathtrap Dungeon is 
complimented by another 20 other reviews 

1ir Budget Reviews 

Some of the best games at the cheapest prices - why not 
spend your Christmas cash on a few budget games 

113 Digital Entertainment 

A round-up of some of this month's multimedia releases 

m PenBItImate 

The magazine has once again been inundated with letters 

1L4 Multiplayer Sectioo 

125 News — Catch up on the latest multiplayer news 

12B Dniine Gaming: What on Earth — Answering all of your 

online gaming questions 

12B Wired Gaming — Reviews and previews of the very latest 
multiplayer games 

132 Cyberspace 

Log onto the superhighway and tap into some of this 
month's reviewed Websites 

13^ Picture Ihis! 

If you're looking for something to connect to your PC then 
why not opt for a digital camera? 

136 3D Braphics Cards 

This month, after much demand, we take a closer look at 
the 3D graphics cards available 

14D Subscriptions 

1^2 Tnmb Raider II SDlutiDB 

This month we give you the first part to the Tomb Raider 
II solution, check next month for the conclusion 

156 Mini lips 

If you need cheats to the newest games around then check 
out our Mini Tips page 

15Q Competition 

Win a top-of -the-range PC in our New Year bonanza! 

161 Back Issues 

IS: Next Month 

Next month's issue promises to be even bigger and better! 



Eidos break into the New Year witpnother tantastic 
new game not that far removed trom th1|r most recent 
soccess, Iamb Raider II. Taken from lallivingstone’s 
book of the same title, we bring m Oeamrap Ouageoa 
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ULTIMATE 

PC 


DlsaFluB 


This month we have another packed CD (or yonr enjoyment, 
which Inciudes demos of Myth and MTarAreetfs 






CD INFO 


Requirements 

The Ulhmate CD is 
optimised for machines 
with the following 
specifications: P75, 
Windows '95, 16 bit 
display, 16 MB RAM, 
sound card. 

Utilities 

More and more Windows 
'95 games now require 
DirectX, which is why 
we've stuck a version on 
the CD for anyone who 
hasn't already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the 
on-screen instructions. 
There - couldn't be easier! 

CD Helpline 

The Ultimate CD is 
thoroughly tested for any 
faults and is in full 
working order before it is 
distributed. However, 
should you have any 
problems of any kind, you 
can ring our special 
Ultimate PC helpline 
between the hours of 
3pm and 6pm. The 
number to ring is: 

01425 674446 


Palilislier: Dios Release: iut Now! Piatforni: ftf/ntfows 95 Coetreis: Mouse R XeyliDari 

eviewed and given a favourable score in last month's issue. Myth is a bloodthirsty strategy 
game with a difference. This exceptional playable demo will give players the chance to 
experience, hands on, the quality of Myth: The Fallen Lords. And if you don't mind a bit of 
hack 'n' slash action, then you'll love what the game has to offer. 

The game is mission based and players are required to battle in an ongoing story, which 
involves the use of troop formations in combat. As you can see, the graphics are excellent, 
and come the end of a mission, most of the landscape you have battled on will be drenched 
with the blood of the two fighting factions - just how it should be! 

Once you've installed the game, you can either choose to enter a training map or go straight 
onto the battleground and play two action packed missions. Here 
you will be able to guide your forces to destroy the enemy scum, making 
use of all different kinds of fighters, each with their own benefits and 
pitfalls. Check out the little men who throw bombs, and the archers 

who can pick off your enemy 
from a distance. But beware, if 
your men are in the way, they 
could also fall victim to the 
sharp arrows. 

Full details of the game can 
be found in the Readme file, 
which can be obtained inside 
the Myth folder once it has been 
installed onto your hard drive. 





IP 




Warbreeds 

PBliisliep: Red flrb Release: Rot Now Platforio: WatlBws 35 Coetrels: Keybrard, Moose 

□ e 



led Orb have recently launched a couple of new titles, Take No Prisoners and Riven, and 
are to extend their line further by releasing Warbreeds, adding another quality title to the 
catalogue of strategy games available. 

Warbreeds allows players to create and customise individual creatures through genetic 

research. Gamers are able to choose between one of four different clans, and in order 
to become victorious they must grow pods, which collect energy and allow players to 
expand and become more powerful. During the course of missions, you are able to 
customise your band of deadly creatures, and when you have killed the enemy, you can 
collect the genetic material, which will become beneficial to you in future missions. 

This demo will give you the option to enter basic training, allowing you to learn 
about combat in the game, base building and gene collecting (used for research of 
more powerful weapons and devices). 

Obviously, to move your characters and 
make them perform actions the mouse 
and keyboard must be used, and a full 
summary of these controls can be found 
in the Readme file, found in the Warbreeds 
folder once the game is installed. 

The finished game will feature a truly 
cooperative mode of multiplayer play, 
where chums can share their technology 
together, combining to make their teams 
more and more powerful. 
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How to Use the Ultimate CD 


This month the Ultimate CD has gone through something of a re-design, but 
the emphasis is still on ease of use. From the main menu screen you'll see a 
list of demos on the left-hand side. To view each one, simply click on the name 
of the game you require, and then click on the Install option at the bottom of 
the screen to install it. 

If you do have any trouble with the CD, please call the helpline number given 
at the bottom of page six. 


Actua Soccer 2 

Piblisher: firenlin Release: Out Now! 9mm:WMws55 Coitrets: Jeypail, Keyboard 

Uf you are looking for a fast-paced, graphically rich football experience, 
then look no further than Actua Soccer 2 - a vast improvement over the original, 
which did have its pitfalls. The new game features improved gameplay, superior 
commentary and offers loads of options. 

If you read the review of the game in last month's issue and have been 
waiting to have a go for yourself, then wait no longer - because we've got a 
playable demo on this month's CD. It's England Vs Italy, and you will be able to 
learn for yourself how much the game has been tweaked for the better, as you 
slide tackle the Italians, pick up the ball and power it into the back of the net. 
Then you will be able to see your goal over and over again in the new replay 
mode, which shows you exactly how you managed to score that amazing goal - 
definitely not one to miss out on. 




Dark Reign 

PHbiisber; Dark Relga Release: Out Now! Platforis: WiBiom 35 Coatruls: Keyboard, Mouse 




Uctivision's stab at the Command and Conquer market is quite a credible one. Dark Reign, 
like Total Annihilation, brings excellent graphics and playability to the genre. 

This demo gives you an idea of what you can expect from the full game, with its plethora 
of missions and units - all in glorious real-time splendour. You have the opportunity to play 
through two single player missions. The first is a training 
mission, to adapt your resource management skills to the 
world of Dark Reign. The second lets you get into the thick 
of the action, in a scenario called Prison Break. 

If you have a modem there is a multiplayer option on 
the menu to try, though we can't guarantee that we will be 
there to battle with you! If you want to know more about 
the story behind the game and the units and buildings 
available, then the information is 


all there. The controls are mostly 
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Directory Screeo 


After booting up the Ultimate CD, you'll be faced with a split screen. On the 
left-hand side you'll find a list of all the demos on the CD. Highlighting 
and then clicking on each title will bring up a screen on the right-hand 
side, containing an image of the game and any readme.txt that accompanies 
it. An install option will also appear in the bottom left corner of the screen 
- press this and you're off! 

To exit the Ultimate CD, simply click on the Exit option at the bottom 
of the screen. 


■BBS 










Addiction Pinbaii 

Puliisher: Microprose Release: February Platforoi: Wiaifaws 95 Cootrois: Keyboard 

Deam 17 are behind the development of this new, realistic pinball simulation which hopes to have gamers 
flipping around with joy. The playable demo features a single table, and youTl be happy to hear that it's based 

around the company's hit strategy game. Worms, for which the sequel has 
just recently been released. Using the Enter and Shift keys, you are able to 
get a feel for this new title and see exactly why Team 17 and Microprose are 
hoping that the game will sell well when it gets launched into shops in 
February. As you can see by the screenshots, the visuals are quite amazing, 

capturing the feel of the game very well, and you'll be able to appreciate them fully when playing the demo. The ball physics 
have been accurately programmed to make the game as realistic as possible - and overall it's very impressive, especially 
when you considering that Addiction Pinball is Team 17's first try at a game such as this. Enjoy. 

Uprising 

Publisher: Ubi Soft Release: Ret Now! Platform: WMws 95 Gootrols: Keyboard, Mouse 

Ilipnsmg' is a great new game with a great new concept. In some ways it's similar to Battlezone, in the fact that 
it is a first-person real-time strategy game. You are in command of a number of units from the cockpit of your 
powerful tank and must compete for land and air dominance by constructing 
various units and buildings: these include bombers, turrets, tanks and infantry. 

This demo lets you progress through the three training missions and then onto 
mission one where you will engage with the enemy proper. To set up your base 
you simply have to drive onto the 'Wraith' which becomes your base. From here 

you can build any number of units, depending on your budget, and then explore nearby areas in order to expand and conquer. You 
are well informed of your development and the on-screen display has everything you need to keep track of your units. Uprising puts 
a great new angle on real-time strategy war gaming, and if you haven't seen it already, there's a review of the game in issue four. 


Virtua Cop 2 

Piblisber: Sega Release: Ret Now Platfarsi: Windows 95 Goetrals: Meese 

Hill hen Sega released the original Virtua Cop in the arcades it was a phenomenal 
success, and Virtua Cop 2 still seems to be going strong. Unfortunately, the company 
didn't have much luck with their Saturn console, so they've now put more of their focus 
on porting games over to the PC, where they will gain more attention. 

This playable demo gives budding cops the chance to test their shooting skills in a 
one level battle against a crime stricken city in America, where drug barons run rampant and law and order needs to 
be restored. You are required to bring the area into a reputable state, so use your mouse to target the enemy, but 
ensure your shots don't kill innocent citizens. You will need to reload your gun after six rounds and this is done by 
clicking the left button. If you can get through the demo, maybe you're good enough to challenge the full game. 

Sega, Virtua and Virtua Cop are trademarks of Sega Enterprises, Ltd. 








Virtual Pool 2 

Poblisber: Interplay Release: Out Now Platforiu: WMws 95 Gootrols: Mouse, Keys 




Ulollowing the success of the original Virtual Pool, which was released two 
years ago, comes the breathtaking Virtual Pool 2. dust like its predecessor, the 
sequel is an extremely realistic pool simulation which stands out from the crowd. 

The demo allows you to play a nine ball match and you will be able to get 
used to the different views and new cueing action experienced in the full game, which now utilises the smooth 
motion of the mouse to hit the ball - a similar technique as used in the Golf Pro, which is also a demo on this 
month's cover CD. Please note, this Virtual Pool taster uses the US pool rules where you have to pot the lowest 
numbers first. 

Pools fans will surely warm to the full version, which has almost 100 computer opponents to compete with 
and up to eleven different game modes. Different backgrounds can also be selected, from a pub to pool hall. 
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Total Annihilation 

Publisher: ST Interactive Release: Out Now Platform: WMws as Sontrols: Meuse 

Hoto/ Annihilation comes 
in the wake of what seems 
like hundreds of Command 
& Conquer clones, but this 
is definitely one of the best 
of the bunch. It sports 
excellent graphics and 
offers players both single 
player missions, individual 
campaigns and a range of 
multiplayer options. 

In Total Annihilation players can control their units to a great extent, 
which is essential with so many enemies popping up all over the place. 
This playable demo allows you to get to grips with combat, as your units 
fight to save an important base located north in a crater. The following 
mission lets you mine for raw materials and set up a permanent base 
where you can build defences 
and more units. 

Most of this demo's 
controls are performed by 
use of the mouse, with the 
now popular click and drag 
technique. The few missions 
available here will give you 
a good idea of what the full 
game has to offer. 







Speedboat 

Attack 


Publisher: Teistar Release: Out New 


Platform: Wiaiows 35 


GoRtrois: Keyboard 


Jf you have ever dreamed of 


taking to the sea behind the wheel of a highly powerful speedboat, then 
this is your chance. Telstar's Speedboat Attack is an aggressive racing game, 
combining the speed and handling of power boat racing with the thrills of 

combat. This playable demo will 
let you take part in a single 
race, with the full capability of 
taking out opponents with 
either cannon or missiles. Cut 
the corners, take jumps and pick 
up power-ups to help you secure 
first place. 

However, this is just a taster 
of what is in store in the full 
version, which includes many 
additional courses, more boats and extended 
challenge factors. The finished version will 
also boast multiplayer capability, so you can 
challenge mates to on-the-water action. 

The controls are simple, with the directional 
keys steering the boat, and Space and Ctrl 
letting off your fire power. 





Sub Culture 


Publisher: 8bi Soft Release: Out Now! 

Platform: WiBiam 85 Goetrols: Keyboard 

illeveloped by Criterion Studios, 

Sub Culture is an underwater 
experience, as well as being an 
excellent strategy game. Players 
take control of a minute yellow 
submarine which must navigate around an ocean full of beautiful sea 
creatures, fish and deadly pirate vessels. The main character in the game is 
Bubba Kosh - he is only about ten centimetres 
tall and must salvage an ore called Thorium to 
keep him going. 

This demo lets you play through one of the 
missions, based in and around the underwater 
city. The map has been reduced somewhat, but 
there is still enough room for exploration. To 

control the craft use 'a' to move 
forward, 'z to reverse and the 
arrow keys to set your heading 
and pitch. You can also strafe 
up and down using 's' and 'x'. 

The full game boasts a day 
and night cycle, four different 
races to interact with, plus many 
weapons, tools and power-ups 
to collect. Check our review in 
this issue for more information. 


TOGA Touring Car Cbampionsbip 

Publisher: Codemasters Release: Out Now! Platform: WintlBm 35 CuBtrols: Keyboard 



TountnG cnn 

ctiamnianstiifj 


□ u 


urrently, TOCA is Codemasters' 
flagship title, which brings all the 
action from touring car races to a 
computer game. 

Fortunately, we have managed 
to get our hands on this fully 
playable demo which will give 
you the chance to take part in a 
two lap race around the popular 
Bonington track, with the choice 
of one of two highly detailed fast cars. When tearing around you can select 
a variety of viewpoints, including in-car, chase or outside of the vehicle you've 
chosen - whichever takes your fancy. 

You're bound to notice that the tracks have been accurately copied from 
the real circuits with all the 
stands, chicanes, barriers, 
adverts and even cones on 
the trackside. This adds 
to the excitement as you 
challenge the computer 
players in a bid to gain 
pole position. 

If you have a 3Dfx card 
installed, you will be able 
to benefit from superior 
graphics, which are very 
impressive in this mode. 
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Disclaimer 

Whilst every care is taken with the testing, production and installation of Ultimate CD, Rapide Publishing 
cannot accept any responsibility for loss or damage occurring during its use. We strongly advise that you 
have back-up copies of all your important files and applications before installing any new software. 


PC DISCLAIMER 


Golf Pro 

PuUisber: Empire Release: Del New Platform: NfMws 95 Coetrols: Keys, Mosse 




Un conjunction with the world 
famous golfer, Gary Player, Empire 
Interactive have come up with a 
new golf game, which moves away 
from the style of previous golf 
simulations. By using the mouse, 
gamers put their own force behind 
swings in order to make the ball 
travel. In most games it's a case 
of timing, but Empire have opted 
for this new approach, which could set a 

After calibrating your mouse, you can enter 
(worth doing) or simply jump straight in and play one hole. From this you 
will be able to get to grips with the new system and also check out the 
visuals, which are pretty stunning to say the least. 

If you fancy more than a single hole, then the full game offers two courses, 
36 holes in all and excellent 


multiplayer capabilities for 
up to 32 gamers! 





Great Battles 


of Hannibal 

Pulllslier: litermitive MaplE 
Release: Oat Him! Platform: HfMiirs 95 
Cmitrols: Moose 


instead of being a futuristic 
strategy game. Great Battles of 


Hannibal takes a more nostalgic approach to the genre, and rather than 
battling with lasers and rocket launchers, players are forced to make use of 
weapons such as bow and arrows and elephant feet to wipe out the enemy. 

If you've seen the Weetabix 
advert where the two armies are 
ready to go to battle, or even 
the film Braveheart, then you 
should be able to picture what 
Great Battles of Hannibal is all 
about. In this playable demo, 
you get to test out most of the 
game's features and confront 
the opposing side with your 
hordes of dedicated army men. 

But beware; there are just as many on the 
other side, so you'll have to use your mouse 
tactically if you want to ensure that not too 
many of your men are killed. 

It will take time to get the hang of how it 
all works, but after a couple of deadly battles 
and several killings, you'll be back for more. 


NBA Action ’3B 

PulitisKer: Seia Release: Ret New! 

Platform: WiBitms 85 Controls: Keyloari 

Hontinuing their range of sports 
simulations on the PC, Sega will 
surely attract basketball fans to 
this title, which boasts 29 NBA 
teams, 340 players, full team 
rosters from the 96/97 season, ten camera angles and full commentary. In 
this playable demo you are able to select the Exhibition mode, where you 
can use play as either the Chicago Bulls or Utah Jazz teams. 

The controls are fairly simple: X passes, with C defending/shooting, 
plus, if you want to get around your opponent, Z makes your player perform 
some fancy dribbling skills. If you manage to get the ball through the hoop, 
you'll notice that replays are often shown for the better baskets. However, 
when you first play, it will be the opposing computer team who will have 
possession of the ball most of the time! 

'NBA Action', the NBA and all 
individual NBA Team identification 
used on or in this product are 
trademarks, copyrighted designs 
and other forms of intellectual 
property of NBA Properties, Inc. 
and the respective Member Teams 
and may not be used, in whole or 
in part, without the prior written 
consent of NBA Properties, Inc. 


PUMA World Soccer 

Puliisler: Dli Reft Release: fist Nintrl Platform: WMws 95 Cootrols: Keyloaiit/Joirsflek 

□» Soft have teamed up with 
popular sports goods manufacturer 
Puma to bring a new football game 
to the PC. PUMA World Soccer is a 
2D game of global proportions, 
with 358 teams from around the 
world and players from the 97/98 
season. A total of five modes of 
play are available in the finished 
version, but for the moment you 
can enjoy a single match between two of the top Premiership teams, Manchester 
United and Liverpool, in this playable demo. 

You are able to either link up a joypad or make use of your keyboard. 
The controls are very simple on the keys. Use the directional keys to move 

your players up and 
down the pitch, pressing 
Return, Shift and Ctrl to 
pass, kick and perform 
other silky skills. 

In the finished game, 
players will also be able 
to edit their teams and 
players, listen to more 
than 1000 commentaries 
and watch plenty of 
animations which liven 
up the game. 
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NEWS 





EDIflUlUL 


li l ost of you will already be 
aware that this month's 
magazine has gone up in 
price to £3.95. Although we 
had desperately hoped to 
keep the magazine at £3.50, 
a rise in costs and overheads 
has made this price hike 
inevitable. However, we hope 
you'll agree that even at 
£3.95, Ultimate PC is still 
considerably cheaper than its 
rivals and still offers great 
value for money. If you 
need convincing, then our 
exclusive review of Deathtrap 
Dungeon should help. Based 
on Ian Livingstone's Fighting 
Fantasy novel of the same 
name. The game stars a new 
heroine. Red Lotus, who could 
well be the next Lara Croft. 

This issue we've also got 
full reviews of Westwood's 
superb Blade Runner and 
Activision's fantastic sequel. 
Quake 11. 

On this month's CD we 
have over fifteen playable 
demos for you to enjoy. 
Check out the exclusive 
Speedboat Attack demo for 
fast thrills and big guns, all 
on water! There are also 
two playable levels of Eidos' 
excellent Myth and a table 
from Team 17's forthcoming 
Addiction Pinball. For the 
sports minded we've also got 
two playable football demos 
- PUMA World Football and 
Kick Off '98. 

Finally a big thank you 
goes out to all of you who 
bought the first issue of 
Ultimate PC. You'll be pleased 
to hear you helped us sell a 
staggering 70,078 copies - 
which firmly establishes us 
as the number one PC games 
magazine, which is where we 
plan to stay! 


Many PSX owners hailed final fantasy VII as the best game ever, thanks to its immersive plot and amazing graphics - soon PC gamers will be able to decide for themselves 


As well as being stunned by tbe news that Eldns grabbed tbe licence tn Final Fantasy VII, a bust of 


other oews stories have been 


this month. So, read on and catch up with the industry... 


Eid 


gn Final Fantasy VII 


n one of the biggest news stories over the past few months, 
Eidos have managed to gain the exclusive rights to a PC version 
of the hit role-playing game. Final Fantasy VIL The agreement 
has been made with the game's developers. Square Co, who 
have already proved successful with making the game the 
best selling title on the PlayStation, selling over 3.2 
million units in Japan. 

If the sales of the PlayStation version are anything to go 
by then Final Fantasy VII should hit the top of PC games 
charts when it is released in the middle of this year. 
Square started the Final Fantasy series on Nintendo's 
NES in 1987 and the games have proved popular ever since. 

The story of Final Fantasy VII is based around Shinra Inc, an evil power 
company which has found a way to mine life energy - this is then drained 
from the planet and used to control the universe. However, a 
plucky but amateur resistance organisation, called the 
Avalanche, have vowed to help stop the destructive urges 
generated by Shinra. 

Taking on the role of Cloud, an ex-Shinra Soldier, 
players team up with Avalanche in a bid to put 
an end to the devastating destruction. Through 
his travels. Cloud comes across many mysterious 
and powerful allies which will help fight the 
creatures which Shinra has brought to life. 

Containing hundreds of different pre¬ 
rendered computer-generated backdrops and 
featuring real-time battles. Final Fantasy VII is a 
challenging, highly detailed and graphically rich title 
which can be described as an epic interactive movie 
more than anything else. And believe it or not, it takes 
a massive three CDs to fit the vast map screens and 
complex storyline! 

Hironobu Sakaguchi of Square commented on the 
deal with Eidos: "Eidos has had a great success in PC 
title sales, and its distribution and marketing are 
exemplary. Our alliance for Final Fantasy VII brings 
together the best talents in the business". ■ 
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NEWS 


New Sid Meier game 

Firaxis are currently working the new game from the 
strategy master Sid Meier. The game is being designed by 
Brian Reynolds, who says that the new game lets 
players explore an alien landscape, with powerful rivals to 
compete against as they expand their colony. Let's hope 
the game lives up to Firaxis' other strategy games, that 
we witnessed last year, especially Gettysburg, although 
there are many games of this kind around at the moment. 


Get Your Claws Around This 

If you've been looking for a side-scrolling action game 
(yes, a platformer) which supports loads of players over 
the Internet, then maybe you should think about getting 
hold of Claw. This pirate style game by Monolith Productions 
can support up to 64 players. More information, demos 
and screenshots can be found at the official Claw Website, 
so point your browser to www.captainclaw.com. You are 
also able to order the game from this site. 


Worms in Your Ears 

An official Worms 2 soundtrack has just been released 
by the game's developer. Team 17. Consisting of more 
than 72 minutes of music, the CD is priced at £12.99 
and can be bought from the company's home page 
located at www.teaml7.com. Unfortunately it can't be 
obtained from shops, so you will need an Internet 
connection to get hold of it. Sadly it didn't make the 
Christmas number one! 


Beware of the Nightmare Creatures 




n LTiMATE PC has managed to learn about an exciting 
new game by Activision which Looks like a mixture 
between Tomb Raider and Resident Evil. If you like 
the sound of roaming around cities full of mutated 
creatures, wiping these beasts out then you'll 
surely want to read on and learn more 
about Nightmare Creatures. 

Nightmare Creatures is set in 1830s 
London and played in a cinematic, third-person 
angle, which is meant to add to the suspense 
and drama of the game. This aim is helped by 
dynamic lighting, transparent fog, rain, snow and 
of course an array of explosion effects. And if 
that isn't enough to get you interested then the 
30 frames per second, texture mapped graphics 
surely will. 

Two main characters can be played within the 
game, either demon-hunter Nadia F, or former priest 
Ignatius Blackward. The two have been summoned 
by a local parish to help investigate the bizarre 
deaths of local citizens. It's time to forget about 
Sunday lunch and get fighting against the monsters 
in this fierce new action title. 

All in all, there will be 16 Levels to play, each one 
allowing the user to go anywhere they like, chopping 
up the enemy piece by piece, thanks to per-polygon 
collision detection. A slow and painful death is inevitable. 
Weapons are of course a major part of a game such as 
this one, and although Ignatius and Nadia have the skills 
of using the staff and sword, they can also pick up a range 
of tasty accessories, from spiked clubs to double axes and 
saw-toothed blades to help them push their way through 
the Levels. Freeze and fire bombs can also be picked up to 
defeat the massive creatures. 

Plus, if you don't mind a bit of street fighting now and 
again, compo moves can be mastered by users and can have 
a serious effect on the enemy if pulled off effectively. 

A total of 21 monster types can be found when travelling 
through the massive Levels, and each of one has their own 
different attack technique and artificial intelligence. End 
of level bosses are also waiting, so you'll have to learn as 
much as you can on the streets, if you want to be ready to 
tackle the larger challenges later on. 

Nightmare Creatures sounds like it could be brilliant 
and hopefully we'll bring you a full preview or maybe even 
a review soon. ■ 



A combination of 3D exploratinn, weapons-based street 
fighting and a good helping ot horror looks set to make 
Hightmre Grestures a frighteningly gnod game 


THANKS 
TO YOO.. 



UL-TIMATE^ 


Big thanks to all of our readers, 
as Ultimate PC is now officially 
the biggest selling PC games 
magazine in the UK! The actual 
ABC sales figure is a staggering 
77,078, and hopefully this will 
grow over forthcoming issues as 
we continue to provide the best 
games magazine package in the 
country. Cheers once again - it 
wouldn't have been possible 
without you! 



A new motorcycle racing game 
from Criterion Studio is due out 
in the not too distant future. It 
looks set to knock Mato Racer and 
Manx TT Superbike clear off the 
track. It aims more for an arcade 
style of play and boasts high speed 
racing and link up, with the Force 
Feedback Joystick to give an 
exhilarating experience. 

Criterion have put a lot of 
attention to detail in the game, 
including special effects like smoke 
and sparks, plus MMX technology 
to improve the look of the game. 
These, when combined with the 
varying weather conditions, look 
set to give the game variety over 
its eight different tracks. 
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HEWS 


GT and Empire Partnership 

There has been news that GT Interactive will sell, 
distribute and give marketing services to all of Empire 
Interactive's PC games in North America. Empire are 
GT's first affiliated label and products such as Pro 
Pinball: Timeshock, Flying Corps Gold and Combat Chess 
are just a few of the titles which GT will distribute. 
Whether or not something similar will happen or not 
in the UK is not yet known. 


Die by Ynur Swnrd 

At E3 in Atlanta, Interplay were hyping up their new 
hack 'n' slash adventure game Die by the Sword, and 
it's now finally nearing completion. The game includes 
a revolutionary sword which can be operated by the user's 
mouse. There are also unlimited combinations of moves, 
which can be customised. You can even slice and dice in 
deathmatch games against competitors over a network. 
To find out more, check out this issue's preview. 


Lordy Lordy 

Impressions Software will soon release their highly awaited 
fantasy turn-based campaign game. Lords of Magic. The 
company, who are a division of Sierra On-Line, have 
produced the game, which is set in a magical world full of 
elves, dwarves, lizard men, fairies and all kinds of other 
mysterious beings. Eight types of magic can be found 
in the game and players can interact with over 100 
different creatures. The object? To compete for glory. 




A graphically impressive tale of valiant knights 
fighting evil - and the occasional stone pillar 



Blade 


O game which has been on the production belt for 
quite some time now is Blade, which is tipped to 
be one of the most impressive games of '98. 

The story of Blade is based around a war between different 
independent kingdoms and a sorcerer. A bunch of dwarves 
are meant to have awoken an 'ancient and formidable' beast 
which threatens to wipe out each and every one of these 
kingdoms. Players will need to play fifteen adventures,to 
find keys, in order to uncover hidden weapons which will 
eventually reward them with victory. 

However, this isn't as simple as it sounds - the sorcerer 
has his hands on one of the keys, and his troops are out to 
get hold of the remaining ones. 

Players will also be able to roam various towns, castles, 
islands, deserts and frozen lands in search of the vital keys. 



The game is said to be a cross between Quake and Tomb 
Raider, and as you can probably see by the screenshots here, 
the detail implemented into the title looks to be truly amazing. 
Set in a 3D-real-polygonal world, there are translucent and 
moving lighting effects, as well as stunning fire, water and 
fog visuals to add to the realism. 

Onto the gameplay - in Blade gamers will be able to 
choose one of four characters to take up the adventure 
challenge with, and on the way they will face a wide range 
of enemies. When contact is made with one of these, those 
playing will be able to pick up almost anything in order to 
defeat them. But, as well as throwing objects from the 
general scenery, there will of course be major weapons to 
make use of. Imagine slicing off the head of an enemy and 
then picking it up to knock out another foe! Well, apparently 
it's all possible in Blade. 

With support for i-glasses. Power VR and 3Dfx cards, 3D 
Blaster and MMX technology. Blade is certainly going to 
be one to watch out for. ■ 



Just In Time 


D irect from Red Orb we have news of the third in the Journeyman 
series, which is set to hit the shops at the end of this month. The 
Journeyman Project 3: Legacy of Time is a pre-rendered adventure game which 
incorporates puzzles galore and the continuing story of Gage Blackwood, the 
secret agent assigned to control time travel movements. The story leads on 
from Buried In Time where Gage was framed by a rogue agent. You must pursue 
this agent through the lost civilisations of Shangri-la, Atlantis and El Dorado 
(the ghostly programme stored at the back of the BBC). 

The game is an improvement on the older titles in the series, and with the 
inclusion of 360 degrees viewpoint and full screen play, things should look a 
lot better. Who knows... it may bring the series up to the quality of Red Orb's 
other adventure. Riven, but we shall have to wait and see. ■ 



The continuino time travel adventures of Gage Blackwood move into the modern age, with Jaurneyinan Projects 
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Phoenix Rising 

Set for release late in the year is Phoenix Rising, a space 
combat game by Team 17. Consisting of more than 70 
missions, dynamically structured sub-missions and giving 
gamers the chance to take multiple routes through the 
game each time it's completed, Phoenix Rising hopes to 
be as popular as the space games already available. As 
well as a single player mode, players will also be given 
a choice of making use of a multiplayer option. 


New in the Indnstry 

A new developer called Elysium Digital LLC have made 
their debut into the games market. The company recently 
made Cobra Gunship available - a side-view scroller 
helicopter game, which follows a similar style as classics 
such as Choplifter and Armor Alley. However, the company 
is stressing that the game is completely original, giving 
a whole new gaming experience. Gamers take control of 
a pilot, fighting against the Mercenary Alliance. 


War nf thn Wnrids 

Fans of War of the Worlds will be glad to hear that a 
game based on the H G Wells novel will be arriving on 
the PC soon. GT Interactive have managed to grab the 
licence to the game, which as well as being a book, was 
also made into a film, album and comic. Now it's time 
to get interactive! The game will be a 3D strategy title 
where users can take control of vehicles, buildings, and 
most crucial of all, either the Martian or Human forces. 


Gommanyt Conquer: 
Sole SuriQj^oi^ 

Net nutters who have been 
playing Command & Conquer 
online will no doubt be glad to 
hear that Westwood studios are 
soon to release their new C&C 
game which has actually been 
specifically been designed to 
be played over the Internet. 

C&C: Sole Survivor features 
a collection of new power-ups, 
fifteen different units, new large 
maps, but most of all, new 
battle arenas - such as Capture 
the Flag, Football and Dinos Only. 

There are also several ways 
to play the new game, such as 
limited lives, timed games and 
the amazingly lethal huge Ion 
Cannon shots. Hopefully we'll 
have a full review for you in 
Wired Gaming soon. Will you 
be the Sole Survivor? 




Just Too Sexy! 


Call lo The Army Meo 

n issue two we briefly reported on a new game from 
Ubi Soft by the name of Army Men. Well now more 
details have been released and we can confirm that the title 
is set for release in April. 

Do you remember those small plastic characters which 
you used to play with as a child? Well, now they have 
been brought back to life and put into a strategy-based, 
action game, slamming the game's players slap bang in the 
middle of a battle field. 

Taking on the all important role of the Green Army's field 
commander, it's your job to successfully manage hordes of 
plastic troops and deadly weapons, in a bid to survive attack 
from opposing armies - over and over again. 

When released the game will feature more than 80 scenarios. 
These include the destruction of enemy radar installations, 
escaping from POW camps, taking out opposing convoys 
and ensuring spies don't get close enough to disrupt your 
important plans. 

To succeed in the challenging missions, appropriate 
vehicles need to be chosen - you will also have to deploy 
and re-deploy troops, all at once! 

According to Ubi Soft, Army Men includes the most 
complex artificial intelligence yet used in a game of this 
kind. There are two different types, Commander AI and Unit 
AI. Commander AI constantly analyses the user's strategy 
and responds appropriately to movements made. Each of the 
maps in the game can be played with four different computer 
players, each differing in their military philosophies. Then 
there's the Unit AI, which has been designed to wipe out 
silly errors made by other games in the same genre. For 
example. Units won't walk in single file to ambush areas, 
instead they will work out the most effective path to make 
the attack. They will also take into consideration the landscape, 
as well as enemy locations and before going in for the kill, 
will ensure they have the right number of men. 

Army Men is set to attract a wide audience, from action- 
shooter enthusiasts to real-time strategy fans and with a 
central theme of toy soldiers, it certainly sounds like it 
could be fun. ■ 





Who wants to play with toy soldiers in the sand? We do, especially when they’re 
part of an exciting new strategy game full of challenging, complex gameplay! 




ake 2 Interactive are surely about to cause some controversy when 
I they release Lula - The Sexy Empire, available at the end of this 
month. The game allows players to combine business and slap and tickle, in 
this tongue in cheek graphic adventure. 

Developed by German publishers CDV, players take on the role of Lula, a 
budding model who wants nothing more than to create her own empire. To 
fulfil Lula's ambition, she must entice salesmen to her hotel room, get them 
to participate in sexy romps and then catch the moments on her camera. These 
photos could then ruin the men's marriage, destroy their work prospects and 


leave them in ruins - unless of course they allow Lula to blackmail them! Using 
this strategy, players need to build themselves up from a small town in the 
States to Hollywood studios, where fame and fortune awaits. Staying power is 
required, both by the player and of course the lovely Lula who will, if controlled 
correctly, produce the goods. 

Combining cartoon-style graphics and full motion video, if you fancy playing 
a new kind of business simulation then this is the one for you. The never seen 
before sexual positions, dodgy characters, strip joints and seedy bars are bound 
to have gamers excited (in more ways than one). Can't wait! ■ 
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Watt a Load of Noise 

Computer peripheral manufacturers Primax have recently 
introduced a new range of multimedia speakers. There 
are four new MediaStorm speaker set ups, with prices 
varying from just £12.99 (60 Watt) up to £42.99 (300 
Watt). They all run from normal mains power supplies, 
with magnetic shielding to prevent monitor interference. 
For more information, or if you'd like to buy a pair of 
the new MediaStorm speakers, phone 01235 546020. 


Limited Edition Carmageddon 

Virgin Megastores around the country are now stocking 
an exclusive Carmageddon bundle which includes a 
copy of the game, plus the Splat Pack add-on, a key 
ring, mouse mat, t-shirt, solution book, window sticker 
and poster. 

Just 2,500 have been made and each box has its 
own certificate of ownership. Amazingly, the pack costs 
just £29.99. Crazy stuff. 


Nostaigia Time 

Some people get fed up of all these new games with 
amazing graphics, so why not take a trip back in time 
and try out some of the classics? (It rhymes!) 

GT Interactive have put together a new games 
compilation comprising of seven title such as Moon Patrol, 
Spy Hunter and Splat. It's called Arcade's Greatest Hits: 
The Midway Collection 2. How can you miss out on the 
titles that started the video game craze? 





lucasArts’ new graphic adventure could have 
you on the edge of your armchair - possibly 


It’s A Grim Tale 



ust as you thought all LucasArts games had to 
be related some way or another to Star Wars, 
you hear news of something completely out of the 
ordinary. And these word describe accurately what Grim 
Fandango is all about. And if you think that the name 
of the game was weird, just read on to learn more 
about this new graphic adventure. 

Grim Fandango has. been created by the same person 
' who brought us the award-winning Full Throttle. It's set 
in a bizarre world and has been surprisingly inspired by 
Mexican folklore. 

The game is said to combine elements of classic film 
noir, with a story which spans the four year search for 
redemption by Manny Calavera, who is a travel agent in 
the Land of the Dead. 

Being employed by the Department of Death, he is 
required to pick up various people in the Land of the 
Living and take them onto the Land of the Dead. Unable 
to move until he meets his sales quota, what Manny in 
unaware of is that the odds of him meeting this are very 
slim. Unfortunately he is trapped directly in the middle 
of an embezzlement ring, stopping Manny from getting 
the correct people. He eventually finds this out and nabs 
a prime suspect which starts a chain of events that, as 
well as threatening his job, could also prevent the eternal 
destiny of his soul. 

Featuring over 50 strange creatures and a total of 90 
locations, all rendered in 3D animation. Grim Fandango 
looks to be one to look out for. Curious? We are. ■ 



i 


Each month, thanks to GamePlay, one UinMATf PC 
subscriber will win the top five PC games. 

Tomb Raider II 


Championship Manager 97/98 

Eidos 

Microsoft Flight Simulator '98 

Microsoft 

Bladerunner 

Virgin 

FIFA: Road to the World Cup '98 

EA Sports 

The Curse of Monkey Island LucasArts 
Grand Theft Auto DMA 

Worms 2 Team 17 

Age of Empires Microsoft 

Encarta '98 Deluxe Microsoft 

Riven Red Orb 

The Simpsons: Virtual Springfield Fox Interactive 
Dark Forces 2: Jedi Knight LucasArts 
FI Racing Simulation Ubi Soft 

Doom Trilogy Wizardworks 

Men in Black Gremlin Interactive 
Wallace & Gromit Animator BBC Multimedia 
International Rally Championship Europress 
Monopoly Hasbro 

Command & Conquer: Red Alert Virgin 


TAis senth's tap 28 aanes. CanpileP 
aSPA aii^a with CbirtraeK?; 




This Month's Winner: James Mash, Sheffield 

UiTiMATE PC’S Charts are sponsored 
by mail order specialists Gameplay. 
Tel: 0113 234 0444 
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Microsoft Fight Oo 

The beta testing period has just started for Microsoft's 
Fighter Ace, the company's WWII dogfighting game, 
specifically designed for play over the Internet and use 
within the Internet Gaming Zone. Testers are being sought 
to try out the game and give Microsoft feedback on how 
it can be improved. If you would like to be involved in 
the beta testing then visit http://beta.zone.com/fabeta/ 
signup.asp for details. 


Yoo Doo’t Koow Jack 

The multimedia quiz CD-Rom, You Don't Know Jack is 
now available for Windows '95. Already a hit on the 
Macintosh, the humourous quiz show is packed with 
more than 800 mind boggling questions to tease minds 
and infuriate friends. 

If you would like a demonstration copy of the game 
then simply phone 0891 5155555. The cost of the full 
version is £29.99. 


The Games People Play 

Westwood Studios, famous for consistently producing 
hugely successful PC titles, have just launched a new 
product line by the name of 'Games People Play.' The 
range, which is aimed at targeting the more casual 
gamesplayer, has been kicked off with a card game 
title, which can be also played over the Internet via 
Westwood Online (www.westwood.com). More games in 
the line are expected soon. 



Eidos’ ‘98 Line-up 




various planets in some distant galaxy (that would be far, 
far away yeah?). To meet the various mission objectives, 
the construction of planets in order to build arms, armour 
and machines must be undertaken - this will sustain your 
armies' and colonies' lives. These are the basic details on 
the game. It would take ages to explain all the ins and outs, 
so we'll leave that stuff until the preview. 

April this year will see the launch of yet another game 
from Eidos: Revenant This dark fantasy role-playing game is 
set to immerse gameplayers into a new, stunning and tough 
environment. Characters in the game have been fully 
animated, plus with true light sourcing and colouring in 
Direct 3D, Eidos believe that Revenant will be the most 
visually realistic and retailed RPG in the whole history of 
computer games. 

An interesting fact about the game is that fantasy 
artwork used in the game was created by the same man 
who worked on the new Alien film: Alien Resurrection. 

The storyline is quite complicated, but on the way to 
completing the game, players will need to collect magic 
objects, create spells, work their way around hordes of 
different monsters and use over five different weapon types 
in order to find Locke's (the character you 
play) station and purpose in life. ■ 


In a galaxy far, far away, real-time strategy 
battles... yeah, we know you’ve heard it all 
before but this time round it’s an Eidos game! 


s well as the big news on Eidos grabbing Fmo/ 
Fantasy VII, details have been uncovered on a 
further three games from the company. And looking at the 
company's track record so far, at least a couple of them are 
set to be hits when released within the next few months. 

Flying Nightmares 2 is the first of the three on the 
cards and is said to make an aggressive step forward in 
flight simulation entertainment. If the game is a success 
then this will surely be thanks to the game's dedicated 
development team, who have had the expertise of Harrier 
and helicopter pilots to rely on, to help them ensure 
that the realism factor is of the highest standard. Flying 
Nightmares 2 has also been designed for both novices and 
flight simulator gurus. Players who don't have the faintest 
idea on how to play a simulator will be able to jump in 
and enjoy all the thrills without having even any knowledge 
of the genre. 

Something else which FN2 is boasting is the real-time 
strategic game feature. It's an industry first and merges the 
flight sim and strategic genres with a user friendly interface. 

Although the game will boast high resolution 16-bit 
graphics, developers are also concerned about users who 
own machines that may not be able to handle the intense 
visuals, and so the game will give all users the chance to 
adjust the settings to suit their machine's spec. With good 
multiplayer support thrown in as well. Flying Nightmare 
shouldn't get a nightmare review - we should have our 
verdict for you soon. 

Next in the pipeline from Eidos is Dominion: Storm Over 
Gift 3. It's a real-time strategy game (oh no, not another!) 
which is said to provide 'phenomenal 3D graphics' which are 
meant to be superior to any other. (Yeah, how many times 
have we heard that one?). Players take on the role of an 
entrepreneur, complete with a full team who must take over 


Fully 3D animated characters, amazing light snurcing and tough, absorbing gamepiay shnuld make Revenant, one nf Eidos’ forthcoming titles, the ideal chnice tor any fantasy and adventure gaming fans with a taste for the dark side 
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Nudge Nudge, Wink Wink... 

Take 2 Interactive Software have managed to get their 
claws on the world-wide distribution rights to the range 
of highly successful Monty Python CD Roms. The deal, 
which was made between Take 2 and publisher 7th Level, 
will mean that Take 2 will be involved with the latest 
Monty Python title. The Meaning of Life - set to go on 
sale this month - as well as current CD Roms such as 
Monty Python's Complete Waste of Time. Say no more! 


The Dnubie D Hits Back 

The movie Double Dragon, based on the popular arcade 
game, which sold over five million copies worldwide is 
now available to buy on video. Priced at £10.99, the 
film is set in the year 2007 and stars Robert Patrick, 
best known for his role as the deadly TIOOO in Terminator 
2: Judgement Day. The plot revolves around Koga Shuko 
(Patrick), an evil tycoon, obsessed with finding the two 
halves of a talisman known as the Double Dragon. Hmm. 


Lnad uf Gubbie 

If you are a fan of action maze games then you will be 
interested to hear that Actual Entertainment will be 
releasing Gubbie 2. The original required gamers to 
take apart 150 3D structures called Zymbots. This was 
done by discovering skill tools and using them to remove 
the hardware. The sequel is based around this idea and 
improves on the theme with deep (your character) now 
able to walk, jump, fly and more. 





Arcade basketball action with state of tbe art 3D animation in 
WarlU league Basketball - just one of the hot new titles in 
Mindscape’s exciting 1998 release line-up 


Mindscape Roll Them Out 


I i 1 I unveiled details of a new range of games for 1998, catering for fans of all kinds of 

different genres. 

Soldiers at War\s the first, and takes the form of an isometric turn-based combat title where players can 
command a squad of eight men through fifteen missions. There are also another fifteen miscellaneous missions 
to play outside of the campaign mode, and each soldier can perform his own unique actions - up to 40 in all! 
With 3D rendered weapons effects and link-up capabilities over the Net, Soldiers at War\s a strategy game set to 
compete with the big boys. 

Basketball fans may be interested in the company's new sports simulation. World League Basketball - It 
mixes arcade gameplay with state of the art 3D graphics. The game uses the latest motion capture 
technology and real basketball physics to create a realistic simulation. All in all there are 32 national teams 
to choose from, as well as three different modes of play: Exhibition, Season and Tournament play. There are 
also ten different camera angles and a very impressive number of dunk animations. Slam time! 

Continuing the big Mindscape line-up is Panzer Commando. This will be a 3D tank simulation, set in World War 
II. Unfortunately though, these are all of the details available on the title. 

The same can be said for Sword of Heroes, a fantasy strategy game, and Shadows of Death, an adventure, 
strategy and role-playing game rolled into one. Owners of Steel Panthers II will be glad to hear that a 
campaign disk will be released in April. 

Further on down the line, SU27 Flanker II will be put into the shops. Blimey, they just can't stop churning 
them out can they? Hopefully we'll have further details on all of these games over the next few months. ■ 




Nightlong 

n ue for release early this year. Team 17 are 
preparing for the arrival of NightLong, the 
company's very first adventure game release. The title 
is being developed by Trecision, an Italian company, 
and features nearly 40 different FMV sequences, 83 
locations and more than 30 minutes of speech. 

Gamers will take control of Joshua Reev, a 
former dedicated military lieutenant who is now a 


private detective. His new job means that he has 
to tackle the most dangerous investigations around 
in his world. 

Using this theme, NightLong is set to give users 
the ultimate challenge, with exciting twists and 
turns in the gameplay. It's like the A-Team - when 
people call upon him to take up a case, who is he 
to refuse? More details as we get them. ■ 
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New Line in Wizardry 

The Simon The Sorcerer series has been popular over the 
past few years, and Adventure Soft are currently working 
on the third part. Though still in its design stage, Simon 
The Sorcerer III is more than likely to include many of 
the features that made Adventure Soft's recent hit. The 
Feeble Files: including 16-bit sound and SVGA animation. 
They are looking to complete the game by the summer, 
so we'll keep you updated. 


Raining Catz and Dngz 

PF. Magic, the company who brought us the hugely 
successful virtual pets the first time around, have 
announced the release of Catz and Dogz 11. Players 
now get to choose from even more bits and pieces to 
bring up their pets with. If you have the original titles, 
you are able to import your pet to join the new breed 
of Catz and Dogz. Catz and Dogz II are seperate packages, 
priced at £19.99. A small price to pay for cute animals. 


Lands nf Lure Update 

A 3Dfx update for Westwood Studio's Lands of Lore: 
Guardians of Destiny will be available soon. Those who 
have a 3D accelerator card installed in their computers 
will soon be able to appredate the Huline Jungles and 
City of the Ancients even more. The enhancement will 
be ready for downloading from the company's Website 
(www.westwood.com) soon, and with a new resolution 
of 640 X 480 available, it's set to be a corker. 


Half-life 

This month we've seen how 
excellent Quake II is, but so soon 
after its release, are we going to 
see something step in its path? 
Looking at CUC's Half-Life, this 
may be the case, and as you can 
probably see by the screenshots, 
the game looks stunning. 

So far we have managed to 
get hold of just video files, and 
believe me, the game seems to 
be worth waiting for. It's due for 
release this April, and if you are 
fed up of Duke, bored of Shadow 
Warrior and just want to get 
away from Quake, then Half-Life 
will surely make a refreshing 
(although bloody) change. 



Back In Deadlock 


Lectronic Arts have announced the release of the 
sequel to Deadlock, Deadlock 2: Shrine Wars. 

Accolade's original turn-based strategy game allowed 
players the opportunity to conquer Gallius IV. This new 
sequel, due out in February, takes place after the struggle 
for Gallius IV, where many shrines were found to have been 
created by an alien race known as the Ancients. These 
hold the secret to an important homeworld which players 
must find. 

The quest is split into 42 scenarios with all manner of 
tactical combat between different races. The new game has 
more units than the original, including submarines, surface 
vessels and air units. The technology has also changed from 
the original game with fourteen new buildings and improved 
AI. The game should be a great improvement on the original 
and, with the same popular multiplayer capabilities. Deadlock 
2 should be one to watch for next year. ■ 




More units, more buildings, mnre gameplay - and all with the same addictive play 
which nne the nriginal Oeailiock su many tans 





East Pnint and Interplay team up tu nfter high speed adrenaline pumping racing - 
and it’s all nn the water. Get ready tn speed yuur pnwerbnat acrnss the wnrid 


Power To The People 

ast Point Software and Interplay have joined forces 
to release a fast and furious new racing game. 

Power Boat is the first original product from the two 
companies, and is set on the water with a total of nine 
tracks, each with their own personal themes and characters. 
Players are able to zoom around Mount Fuji, admiring the 
high-tech city and tall skyscrapers of modern Japan. Or if 
that doesn't take your fancy, how about tearing alongside 
the Monaco River with the added thrills of seeing Formula 
One cars battling it out? Another of the more advanced 
tracks is in New York, where you are able to ride along 
whilst high speed NYPD car chases are taking place. 
Apparently we may even see James Bond's Austin Martin 
fly off a bridge! 

But, of course, the largest percentage of the action is 
left to the player behind the wheel of the high speed power 
boats, and as they appreciate the backdrops, players will 
need to deliberate their way around their own obstacles in 
the bid to become the ultimate power boat racer. 

Power Boat can be played in three different modes: 
The first is the Championship option with three tracks; 
the second is the Slalom, with the added thrill of weaving 
around markers; and finally the Arcade mode which gives 
players the chance to try anything - a great place to 
start, to learn the vital tactics that will be required in 
the Championship mode. 

Complete with amazing 3D graphics, Power Boat sounds 
like something to wait around for. Expect a review soon. ■ 
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Catch a Bug 

News has it that GT Interactive have let a new racing 
game into shops (well malls actually) in the States. 
Whether or not BugRiders will appear in the UK or not 
is not yet known. The game is also available in America 
on the PSX. The game is set in the magical land of 
Entymion, where players must ride on giant bugs - 
they have lost their leader and need a successor, but 
only the best rider will fill the position. 


Let Me Finish 

We are always keen to promote small development 
teams, as they're often the companies that come up 
with the most interesting games. Carts Entertainment 
are based in Finland and used to be part of Bloodhouse, 
who are best known for Super Stardust. They now have 
two new games of their own; Lightning and Crash. Both 
games are racing simulations. Lightning being of the 
futuristic variety whilst Crash is more traditional. 


Ultimate Civ II 

A new multiplayer version of Sid Meier's Civilization is 
soon to be launched by Microprose. Civilization II was 
one of the best-selling strategy games ever, and now 
fans of it will be able to experience Ultimate Civ //, 
which is currently in development. Up to seven players 
will be able to play either via modem, LAN or Internet. 
New options include timed moves, open/closed games 
and negotiation screens. 


Dark Colony Gets Bigger 



e covered Gametek's Dark Colony in our sample issue and gave it a score in the nineties. The graphics are amazing 
1 and were a leap forward for the C&C genre at the time. Since then Gametek have changed their name to Take 2 and 
have been working on the new mission pack: Council War. This expands the original game to mammoth proportions, creating 
new storylines for both sides, alien and human, as well as bringing new missions into the bargain. It is good to see Take 2 
have decided to add more combat units, though only one per side, along with new terrain landmarks and artifacts. On the 
human side of the conflict, players take charge of Aerogen, the scientific company that have set up their resources on the 
dark side of Mars. Engineering units have come across the outer edge of the Taar fortress - this is nerve centre for the alien 
movement, so its destruction is vital for the war effort. The mission pack is due for release this month and should retail at 
about £15. What better thing to spend your gift vouchers on? ■ 



At fifteen quid the mission pack represents excellent value for hardened Bark Calany veterans who want to get a little more form their favourite BBC style strategy title 




Extra comhat units tor both the alien and 
human sides should add even more variety to 
Bark Colony’s gruelling world of battles 



WIN a SHNY niRirai camera worth fiaso! 


This month our digital camera round-up looks at four new 
cameras, including Sony’s new MVC-FD5, which instead of 
connecting up to a computer via cable, comes equipped with 
its own internal floppy drive. That’s right, just pop a 
3.5” disk into the camera, take a few photos 
and transfer your pics via disk. Thanks to 
those lovely people at Sony, we have one of ^ 

the new MVC-FD5 cameras to give away. f 

It’s worth £450 and will surely make a 
nice New Year present to anyone owning 
a PC. So, if you’d like to get your paws L 

around this excellent prize, just answer ^ ^ 

the question helow, pop your answer on a 
postcard and send it to: Sony Camera \ , > ^ 
Siveaway, UmMATE PC, Rapide Pnhlishin^ p 
1 Roman Court, 40 New North Road, Ex^r, ‘ I 
EX4 4ER The Closing date for entries is 
1/2/SO. Normal rules apply. Good lock. 


QUESTION: 

UP TO HOW MANY PHOTOS CAN OE 
STORES ON THE SONY MVG-E05? 
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Scanner Under filOO 

Computer peripherals producer Primax have announced 
the launch of the MediaStorm Colorado Direct, a 30-bit 
flatbed scanner priced at under £100. Connecting 
directly to the user's parallel port, the product has 
been designed to appeal to those who use their PC at 
home for small office work. The Colorado Direct can 
scan images and text at up to 4800 dpi. For further 


Entertainment Online Gn Under 

Online games players will surely know Entertainment 
Online - better known as E-On. Well, there has been 
shock news recently, as details were revealed that the 
company has ceased trading. This was confirmed in a 
statement made by an E-On rep. The company produced 
dedicated online games and gave subscribers the chance 
to download old offline titles. A more detailed story can 


EA Get Get For A Knock Oot 

Rumour has it that Electronic Arts will be extending their 
Sports range this year, with the launch of a new boxing 
simulation. The title of the game is hoped to be 
confirmed soon but details on the game itself are very 
scarce at the moment. Hopefully it will be as successful 
as Foes of Ali, which the company released on the 3 DO a 
couple of years ago. We hope to bring you more details 


information, contact Primax on 01235 546020. 


be found in the online section, starting on page 125. 


and hopefully some screenshots next month. 



Rayman Turns Gnid 



ans of the cute platform game Rayman will be glad to hear that its 
I publishers Ubi Soft have just released Rayman Gold - an even bigger 
challenge for fans of the platform genre. 

The game sold millions when it was first released, which was no doubt thanks 
to the wacky characters, tranquil settings and humourous gameplay. Well, now 
the game has been re-released, and as well as including all of the original levels, 
it also features 24 more to excite platform fans. 

The Rayman Gold Website can also be accessed to gain more levels, or you 
could always unleash your own levels on the world, using Rayman's revolutionary 
map-building tool. 

Extra challenges also await new gameplayers -the Tings (the what?) which 
Rayman has to collect now come in various different colours. These different 
coloured Tings activate various extra features in the game, such as opening the 
door to a new level or giving Rayman an extra life bonus. 

As long as you own a Pentium 90 with 3D graphics accelerator, there's no 
reason why you can't experience Rayman Gold. We will bring you a full review of 
the new, revitalised Rayman next month. ■ 




When the slippery, slimy 
character Gex originally 
appeared on the 3D0 he was 
put into a side-on platform 
game. However, developers 
Crystal Dynamics have now 
come up with a whole new idea 
for the PC, and have put the 
green creature into a new 3D 
environment. Just like in the 
original 3DO version, Gex is 
able to whip his tail to attack 
opponents, make his tongue fly 
out, perform amazing teleports 
and stick to many different 
surfaces using his suction cup 
paws. Apparently Gex: Enter the 
Gecko will be arriving within 
the next few months. 





Golden platform advenloring reloros as llie cote characler, Rafoim, retoms to the PC ter more Ting cnIleGling antics 
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First 19” Monitor 

Monitor manufacturer ViewSonic are soon to extend their 
range of big screens with the release of the G790, the first 
19" monitor with 18" of viewable screen. The company 
says that the new model is ideally suited to graphics 
professionals, Web users and business people. Complete 
with sharp, crisp images, easy to use push-button controls 
and a maximum resolution of 1600 x 1280, the model is 
priced at £599. 


Ootlawed 

Although not a hugely successful game, if you did happen 
to spend your hard earned cash on a copy of the wild west 
first-person shooting game Outlaws, new missions and 
updates are now available. To get hold of them, simply plug 
your modem into its socket, and point your Web browser to 
www.lucasarts.com, then visit the Outlaws section and 
follow the updates. Simple as that kid. It's a shame the 
game was a bit rubbish in the first place really. Doh! 


Quest for Glory V Soundtrack 

Team 17 don't seem to be the only company launching 
sound tracks for their games as Sierra have put one on 
sale for their game Quest for Glory V. It can be bought 
from the company's Website (www.sierra.com) and 
features 18 original musical cuts, plus a playable demo 
of Hybrid, art, a full colour booklet and more. Plans are 
also in the air to release copies to retailers to coincide 
with the game's launch this year. 



ROMING SOON... 


Deep space in 2910 is the setting for Take 2's latest 
game. Armor Command, a combat simulation with a 
difference. Set to deliver exciting sci-fi action across 48 
levels, the title has been developed by Edward Kilham, 
responsible for hit games such as MechWarrior 2 and X- 
Wing vs Tie Fighter. 

Armor Command also gives the player the options of 
several different camera angles, support for multiple 
players through the Microsoft Directplay Network and 
training missions which allow the user to get to know 
the programme fully before entering the full game, where 
aggressive missions await. Armor Command is set for 
launch sometime this month. 


COMPEiniON WINNERS 



Little Big Adventure 2 Games 
David Owen, Suffolk. Sue Hammore, Sandown. Dave 
Heddley, Manchester. Harry Hilser, Wiltshire. Chris 
Robson, Doncaster. Dominique Binieda, Stockport. 
Jonathan Dunn, Kent. Jamie Legge, Aberdeenshire. 
Adrian Turner, Birmingham. D Hidderley, Oldham. 
Vikham Rishi, Coventry. Nathan Taylor, Cardiff. Coin 
Beakey, Co Cork. Stuart Newton, Fife. Annietta 
Rebindaine, Kent. 


Congratulations on those who won competitions in 
issue two of Ultimate PC. 


Pentium PC 

Darren Humphreys, Cheshire 


The Feeble Files Games 

Philip Manson, Co Down. Steven Allen, Wirral. Chris 
Robson, Doncaster. Pete Summers, York. Damian 
Jones, Carms. Harry Hilser, Wiltshire. Michael 
Harrison, Shropshire. Neil Dinsmore, Scotland. Robert 
Main, Ross-shire. Tim Jones, Kent. Scott Newman, 
London. Howard Harper, Herts. R. McGlen, 
Northumberland. Marc Howard, Hereford. D.R. 
Pattenden, Peterborough. Sander Berg, Netherlands. 
C.T. Redfern, Derby. Martyn Jones, Swansea. Matthew 
Leo, Worcester. Paul Beltridge, Herts. D. Dake, Dorset. 
Richard Mitson, Nottingham. Stephen Riley, Surrey. 
S.P. Cripps, Co Durham. Richard Taylor, Lancs. Mark 
Thompson, Suffolk. Ian Tinfook, Manchester. C 
Robinson, Newscastle Upon Tyne. Martin Wisbey, 
Herts. Martin Collins, Kent. Jonathan Humphries, 
Bucks. J Wright, West Sussex. Chris Mall, Yorkshire. 
Thomas Minton, Warwick. Ben Hills, Barnstaple. 
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PlayStation Samos on the PC 

It seems as though more PC games will be arriving on 
the PC after being hits on the PlayStation. 

Sony in America announced the launch of Jet Moto 
and Twisted Metal 2 for the PC, although these won't be 
straight conversions. They will instead boast enhanced 
graphics and feature multiplayer capabilities - up to 
fourteen mates will be able to battle it out on Jet 
Moto, with Twisted Metal 2 up to eight. 


Calling on Voodoo 

3Dfx have just announced some plans for Voodoo 2. 
According to reports, the new chip set maintains full 
software compatibility with Microsoft's Direct3D, 3Dfx's 
Glide and OpenGL. Fortunately end users will not be 
required to buy new software, as games which are 
currently supported by 3Dfx will run, but at a better 
performance. As soon as we get one of the new chips 
in the office, we'll let you know how it tastes! 


The Free Virtoai Jigsaw 

A holiday themed version of SouthPeak's Virtual Jigsaw 
is available free for download at the company's Website 
(www.southpeak.com). Although Christmas is over, you 
should still be able to pick it up. The file is just under 
6 MB, so it won't be the fastest download you've made 
(if you've made any that is). You are able to select 
from eight different festive images. You can save it for 
next year, eh! 


Jedi Knight Add-on Pack 

f you own a copy of the incredibly popular Star Wars game, Jedi Knight, 
then you will be happy to hear the news that LucasArts are soon to 
release an add-on pack in the not too distant future. 

Mysteries of Sith is for those who already own boxed copies of Jedi Knight, 
which was only released a couple of months ago. It has already proved to be 
a tremendous success and has stood in the top ten of PC games charts for a 
while now. 

The mission CD will offer 29 intense single and multiplayer levels, plus a 
collection of new weapons and force powers for players to try out. These include 
a carbonite gun, blaster cannon seeker rail detonators, flash bombs and more. 
However, possibly the biggest news is that a whole new character is to be 
introduced, Mara Jade, a former covert agent for the Galactic Empire - not 
many add-on mission packs can boast a new character to play with! 


The 14 single player levels offer brand new challenging environments, which 
range from the foreboding palace of crime lord Ka' Pa the Hutt, to subterranean 
catacombs in a Sith temple, deep within the planet of Drommund Kaas. Those 
who have Internet access can make use of the remaining 15 multiplayer levels, 
ten of which are of the deathmatch variety, with the remaining five left aside 
for Kill the Fool With the Ysalamiri (don't ask). 

Also added is an enhanced game engine, which boasts such advances as 
cameras and security systems, plus superior lighting to create an even more 
realistic atmosphere. 

And finally, to make it even more thrilling, 20 horrible creatures have been 
implemented into Mysteries of Sith. So, if you're up for a battle against a 
dreaded rancor, assassin, torture droids or pirate raiders then you'd better start 
saving those pounds. ■ 




Blade Runner 


Publisher; Virgin Interactive 
Reteased; Out Nnw 


Wm lade Runner - you've seen the film and now it's time to don your raincoat and travel into the future for this amazingly 
realistic film conversion. The game takes the atmosphere, suspense and intrigue of the classic 80s sci-fi flick and warps 
it into a phenomenal point and click adventure. Players control Ray McCoy, a colleague of Harrison Ford's character, who needs to 
investigate strange activities - beginning with a multiple animal murder. An essential buy! 


Dealhlrap Dnngeun 


Publisher; Eidus Inleraclive 
Released; February 


IIU ritten by Ian Livingstone originally as a book in the early 80s, Deathtrap Dungeon was the fourth book in his fantasy 

■■ line. The game takes players into the depths of a ruthless and fantastical world, with gameplay similar to that of Eidos' 

other smash hit Tomb Raider. And guess what. Deathtrap Dungeon features another pretty polygon babe, who needs to fight her way 
past hordes of enemies, using an array of deadly and vicious weapons. 


Quake 2 

Publisher; Aclivisinn 
Released; Oul Nnw 


I he original Quake was a massive hit and Activision's sequel is nothing but excellent. Taking the parts of the original 
which worked well and adding new and exciting features for gameplayers. Quake 2 is undoubtedly an essential buy for 
any first person shoot-'em-up fan. More baddies, improved graphics and big beefy weapons that compare to no other game - can 
you afford to miss this? If you can, then there must be something wrong with you. 
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ENCAGE IN COMBAT 
OVER TNE INTERNET WITH UP TO 
100 PLAYERS VIA NOVAWORLO.NET 


IMPRESSIVE 
SPECIAL EFFECTS 


PHOTOREALISTIC 
AIR, SEA & 
GROUND TARGETS 


SPECTACULAR 
GRAPHICS WITH 
GROUNR SMOOTHING 


BAHLE SPECIFIC RADIO 
COMMUNICATIONS 


TESTED BY ACTUAL 
F22 TEST PILOTS 
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HOVAIOO'C INC. SURROUND SOUND OfCOOlNG HARDWARE REQUlRfO T OR OOLBY SURROUND SOUND DOLBY IS A TRADEMARK Of 
001 fly lABORATORlES UCfNSIKG COfTPORATION 








learning system rather than 'classes', which 
obviously gives the game's character far more 
personality and originality, as well as offering 
far more versatility in the type of tasks they „ 
can perform. 


As in all games of this genre, there are lots 


and lots of guns and other destructive stuff to 
be found, from shotguns and automatic weapons 
to body armour and radiation sickness. It's all 
looking good, I can tell you! 


A Showdown in the desolate land ^ 


follow 0 Solxei 


01011997 with 


As yoo can see from the screen - 
shot, the graphics look amazing 
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fallout features loads of beefy 
weapons to blast. Large! 


I n this latest offering, the makers of 
Wasteland have managed to combine 
a mainly strategic game with an 
element of action, to produce an excellent 
new post-nuclear role playing game. 

Fallout is based in and around a world gone 
mad - mainly due to a worldwide nuclear war. 

I On the surface of this now barren and desolate 
landscape there is very little left, bar radiation, 
mutants and assorted gangs dotted around. 
Under the ground however, there thrives a 
growing community, known as Vault Dwellers, 
who decided that the only place to live after 
the war was down below, as the surface above 
was inhospitable, to say the least. 

Unfortunately, eighty odd years after the 
holocaust the (mostly) self-sufficient Vault 
Dwellers have run into a problem with their 
water purification system and need to find a 
replacement controller chip. 

The player takes on the role of one of the 
Vault Dwellers who are sent to the surface to 
locate the needed item. There are three game 
characters to choose from and each one can 
be altered and modified to suit the player's 
personal tastes. Fallout uses a skill based 







































































































































new title enough, or whether the end product 
will be a disappointment to the hardened 
Trekkers it must by aimed at. That's the thing 


D fter the release of Star Trek - Starfleet 
Academy, Interplay are preparing to 
release another galactic game using the popular 


about designing games around previously 
successful products - with ideas and concepts 
going back for thirty years, there is so much 
to live up to. ^ 


Sci-fi series. Both games are set in the first 


Star Trek series, so fans of the Generations 
series might be confused about the likenesses 
of some of the characters. Unfortunately, as 
we reported in last issue's review, Starfleet 
Academy does not live up to the hype or cult 
status of the series - though this was perhaps 
partly due to a few design problems, rather 


The question now is whether Interplay will 
manage to improve, adapt and innovate their 


excited about yet another game 


Saying that though, Secret Of Vulcan Fury 
has all the credentials. It is said to boast six 
brand new episodes which are written by the 
man himself, DC Fontana and based on the 
original series. It uses motion capture to give 
it the realism required and should parallel the 
computer graphics seen in Babylon V. 

As you can guess from the title, the game 
is an adventure into the world of Spock and the 
Vulcans. Players explore the mysterious Vulcan 
history, which will include recorded vocals from 
the stars of the series, William Shatner and the 


but can it improve on previous 


Star Trek games? 


rest of the crew. 


A nother new game in development is 
Interplay's Balder's Gate. Along with 
Descent To Undermountain, this represents the 
beginning of a new range of Advanced Dungeons 
& Dragons games being adapted for the PC. 

The Dungeons & Dragons role-playing game 
originally surfaced in the seventies and has grown 
in popularity ever since. Balder's Gate has been 
designed around the Forgotten Realms world 
created by TSR. Working within this setting. 
Interplay have come up with an isometric 


game where players control a band of warriors, 


'• A ^ f 


who must traipse around the lands, battling 
against bandits and cut-throats as they travel. 

Balder's Gate is bound to come under scrutiny 
from fans of the original game, just as the 


Warhammer series did when Shadow 
Of the Horned Rat was released for' 


With the clearly well-referenced 
graphics and obviously detailed 
storyline, many aspects of Balder's 
Gate are already guaranteed to 
look good. The real question now 
though, is can whether Balder's 
Gate can provide the gameplay 
that all PC gaming fans require 
as standard, along with the level 
of authenticity that keen fans of 
Dungeons & Dragons are bound to 
be expecting? 


It’S time fur you tn take cnntrui 
nf tbe warriors in Balder’s Bale 


Balder’s Gale - set to attract 


Dungeons & Dragons fans 
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Prepare yourself for a totally ioioierslve flylog experleoce, 
aod Mod out what it’s like to fly just about every fighter plaoe ioiagioable 




Publisher: Interactive Magic 

Developer: Kesmai Corporation 
Release: End January 1998 

Web Site: www.imagicgames.com 
Players: 1-120+ 


This improved version is likely to be even more 
popular because of its enhancements 


improvement in the game I would have 
to say, is the graphical superiority. 
Unlike the previous version, all the 


there.' This includes buildings and even 
mountains, and the sky - what a sky - 
to say it looked good would just be 


rude, it almost looks real, with tufts of 
cloud here and there and the wonderful 
fog effect - even the blinking water is 
realistically textured. 

There are four mission areas in Air 
Warrior III, these are; Europe during 
World War II, where the player has the 
option of fighting for the Allies or the 
Axis; the Pacific theatre, also WWII and 
the same choice of sides; The Great War, 
which is set in WWI with Central Powers 
and Allied forces; and lastly the Korean 
missions, set during the Korean War, 
with the choice of North Korean or 
United Nations forces. Once installed, 
the game starts with a very dramatic 
intro featuring lots of archive footage of 


terrain that you will be flying over has 
been wonderfully texture mapped to 
offer the player a feeling of 'being 


“Bandits at two o’clock chaps!” “Great! We’ve got time for a cup of tea then” “Japs! Aye aye skipper, they’re up to no good” 


ust down those all-in-one pilot 
I suits, polish up the goggles, 
and see if the old flying helmet still 
fits, because you really are in for a hell 
of a ride. Air Warrior encompasses such 
a huge time span that I can't even tell 
you exactly when it's set, apart from the 
fact that you can fly a massive 
assortment of aircraft from World War 
One, World War Two, and the Korean 
War. Let's face it, its predecessor. Air 
Warrior II, was probably the most 
popular flight sim around at one time, 
with its online multiplayer features and 
a huge assortment of aircraft types, it's 
not really all that surprising. 

This improved version is likely to be 
even more popular because of its 
enhancements. The biggest 
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combat action, from dive bombing 
trains to a selection of rather amusing 
accidents involving planes trying to land 
on an aircraft carrier. This, of course, 
would not be complete without the 
essential thumping heavy metal 
soundtrack to accompany it! 

We pi bite them on 
the feaiures! 

The main screen is pretty intuitive and 
has the following options; online 
multiplayer, fly a mission, set-up. 


modem to modem, playback a film, 
Baa(?), and instant action. At the 
moment massive online gaming seems 
to be the thing, and not to be left out 
Air Warhor III follows on with its 
commitment to net gaming by allowing 
more than 120 players to engage in a 
desperate fight for air supremacy. If you 
don't feel up to going out against lots 
of other people, then the head to head 
option might be more your style; 
connect two machines together and 
challenge one of your mates to a quick 
dogfight. One rare option that I really 
was taken by is the ability to record any 
mission in real time, then play back the 
whole thing as a movie later on, this 
way you can really impress your friends 
with your flying skills. 

For all those with a need to dive 
straight in to the deep end, it is 
possible to click on the 'instant 
action' button to go straight into a 
scenario, pick a plane, and head for 



“Hey look, the sky’s gone all green and grey” 


the skies. During the game you are 
likely to come across several mentions 
of sheep - I'm not quite sure why this 
is, but I think it's got something to 
do with one or more of the 
programmers having a strange fixation 
for things sheepish! 

Extreme versatility 

To say that the game can be set up for 
anyone to play is an understatement in 
the least; just about everything can be 
changed, altered, toggled, and generally 
personalised. It will run in several 
screen modes to allow both slow and 
fast machines to enjoy it and the 
aircraft set-up screen includes options 
to change the control mechanism, 
joystick, keyboard, and so on, including 
rudder and throttle systems, and can 
support force feedback sticks - if you 
are lucky enough to have one that is. 
Difficulty can be accessed here too, of 
which there are three levels: Novice, 
(easy). Veteran, (normal), and Ace 
(blinkin' 'ard!). Even the cockpit display 
can be altered along with the colours, 
the sights - you can even toggle the 
tracers on and off. 

The way it stands now. Air Warrior III 
could very well be the next biggest flight 
sim to hit the market - it's powerful, 
good looking, intuitive, and very playable. 
Well done guys. I'm impressed! ■ 



Rare photograph showing an ontortunate sheep about to he eaten hy a hungry, ferocious aeroplane. Is this where Roy Lichtenstein got his ideas? 






An aeroplane seen yesterday 


SOUNDS 
ALRISHT 
TO m 


Air Warrior HI not only 
looks the part, but also 
sounds the part, with a 
good stomping metal track 
to put you in the mood at 
the beginning, and then a 
plethora of sounds that can 
be individually toggled on 
or off, and changed in 
volume as well! To give you 
an idea of how in-depth it 
is, here are some of the 
items that can be altered: 
engine, high rev and idle, 
wind, buffet, diving, guns, 
stall, other aircraft, gear, 
flaps, bay doors, bail out, 
hits, landing, and so on and 
so on. As you can see, it's 
pretty versatile - you can 
of course turn all the 
sounds on or off, the same 
as the incidental sounds, 
and when you are online 
you can even enable 


network speech 
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The author of Pelltika and The Hunt for Red Octoher talks to UiTiMnn PC about his books, 
his new coniputor game, and the pnlitisal state of the world in general. 


aking a break from writing 
best-selling novels, Tom Clancy 
has turned his talents to designing 
games. We managed to pry him away 
from his hectic schedule long enough to 
ask a few questions about his first 
project, Politika. 

UPC: Are the characters in your books 
based on real people? 

TC: Some are, but only 'good-guy' 
characters, and always with permission. 

UPC: Have you ever had any of the 
world's many intelligence agencies take a 
professional interest in you or your books? 

TC: Not really. I've been to most of 
America's intelligence agencies, 
sometimes to lecture, sometimes just 
for lunch, but I have never actually 
been given access to any classified 
material. 


UPC: Since the collapse of the Soviet 
Union and the end of the Cold War, 
has it become more difficult to write 
spy novels? 

TC: My last book posing the Russians as 
enemies was published back in 1986. 

I've done seven books since without 
great difficulty. 

UPC: What do you think the future 
holds for the states that used to be part 
of the Soviet Union? 

TC: Freedom, democracy, a Western- 
style economy. All sorts of good things 
await them. 

UPC: Do you think there will be another 
world war, and if so, where do you think 
it will start? 

TC: Most unlikely. The probability of 
such an event is effectively zero. 


UPC: Do you think that the pervasive 
spread of American culture throughout 
the world constitutes a subtle form of 
warfare? 

TC: The French might think so. But 
American culture can be freely 
accepted or rejected by whatever 
people are exposed to it. And what do 
you mean by American culture? 
Democracy? In any case, since our 
culture is not imposed by force, how 
can it constitute warfare? 

UPC: To what extent is the history of 
the world the history of warfare 
between secret societies? 

TC: "Between secret societies"? What 
secret societies? Could such a group 
keep its existence secret? I think not. 

It's contrary to human nature for people 
to keep secret how intelligent, powerful, 
and important they are, isn't it? 
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YOU’VE SEEN THE HYPE, READ THE BOOK, 
NOW PLAY TNE GAME! 


Tom Clancy's Politika is very much a political strategy game, based in 
modern day Russia after the death of President Yeltsin. Russia is 
divided into twenty three regions, which are fought over to gain 
influence and power for your faction. There are seven different 
factions to choose from: the Church, Communists, Mafia, 

_ Military, Nationalists, Reformers, and Scientists. 

Each of them have their own unique advantages 
and disadvantages, like the Church can use 
one extra dice while defending, or the Military : 
can move an uprising up to one space in any 
direction. The idea is to take control of as much 
of the country as possible within six game turns, I 
know this doesn't sound very long, but the turns are very in- 
V depth I assure you. 

They are broken down into five distinct parts. The first thing 
that happens on any player's turn is to pick up any earned cash, 
then there is a movement phase, this is where one player's pieces 
are shifted to advantageous positions. The third phase of the game 
revolves around making trades or alliances and generally juggling for 
position, followed by a round of challenges. This particular phase is where 
main influences are gained or lost, in that the player can challenge another 
player's control over any one region by use of dice throws. The last thing that 
happens in a players turn is the buying of action cards. 

POLITIKA is very much a 'conversational' game, in that 
the players can chat to one another 
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easily when online, and can even 
eavesdrop on other player's 
conversations to gain valuable 
information. The winner of 
course, is the player with the 
most power when the game 
comes to an end. ■ 



.. 


The Nationalist has stolen money 
from you. 



I cannot say enough that this is the most 
exciting project I’ve ever done 



UPC: Do you consider interactive 
computer games to be an art form of 
equal merit to books and films? 

TC: That remains to be determined, 
but certainly the possibility is there. 
The objective of my new company, 

Red Storm Entertainment, is indeed to 
create this new art form, a prospect 
which I find immensely exciting. 

UPC: Did you find developing the 
multiple plot-lines required for a game 
like Politika more difficult than the more 
linear form of a novel? 

TC: No. I do my novels that way too. 

UPC: Politika has been described as the 
first 'conversational game', what exactly 
does that mean? 


TC: The game is played by real people 
communicating over a computer network - 
chatting back and forth. Similarly, card and 
board games are conversational. Politika is 
a negotiations game, and negotiations are 
by their nature conversational. 

UPC: The game is being released with 
the book of the same name, but which 
came first the book, or the game? 

TC: The game came first. The book is 
intended to be an introduction to the 
game's background story and gameplay. 

UPC: Politika is your first political game, 
but you've been involved in games in 
the past haven't you? 

TC: Not really, no. Politika is the first 
game published by my new company. 

UPC: Red Storm Entertainment are 
working on developing the game. 


how did your relationship with 
them come about? 

TC: Well, I am co-founder of the 
company. Half the money out 
up to get it going came from 
my bank account. I cannot say 
enough that this is the most 
exciting project I've ever done. 

The company's objective is to 
create a completely new art form, 
something which doesn't happen 
very often. 

UPC: How much input have you had in 
the development of the game? 

TC: Quite a bit. I work with all of our 
design teams, bouncing ideas back and 
forth, and generally becoming part of 
each team. I remain a fairly creative 
person, and the kids (my employees) 
and I get along very well indeed. 



PRt view 






Players will always have to be on 
the look out for the nasty locals 


COR! WHAT 


ClI: 


Lweration Day is another 
one of those positively 
huge games. Believe it or 
not, the play area is spread 
across five continents, in 
seventy odd provinces, with 
a specific objective or aim 
for each province, resulting 
in a very smooth and 
continuous story. As with 
most games of this type, 
there are lots of research 
and development areas, 
buildings can be designed 
or upgraded, new units can 
be put into action. Self- 
sufficiency is the key here; 
most units can be repaired 
in the field, and any 
structures that are needed 
can be either taken from 
the enemy with extreme 
prejudice, or can be built 
by the soldiers themselves 
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ankind has always enjoyed the 
I dubious concept that we are 
the only intelligent life in the known 
universe, and no-one has ever unearthed 
any concrete evidence, or for that 
matter any reason at all, to believe 
otherwise. Until now! 

The world was in ruins, hundreds of 
thousands of people were dead, and 
civilisation as we know it was about to be 
wiped out. A new planet was found, and it 
was perfect; a breathable atmosphere and 
all the needed resources right there in the 
ground. The people named it Nu Haven, for 
that's what it represented; a new start on a 
brave new world. Unfortunately, when the 
first probes were sent to investigate the 
potential of the world, they inadvertently 
caught the attention of a nearby planet 
called Tauran. The population of this 
particular planet consisted mainly of 
barbaric, hostile aliens, who, 'upon marking 
out expansion, decided the best possible 
course of action would be to wait fifteen 
years for the humans to colonise it and 
settle down to a comfortable way of living, 
then fly over for a visit and a bit of a 
massacre - well, a lot of a massacre 
actually - because they killed every living 
thing on the surface of the planet: men, 
women, children, even animals, and 
claimed the globe for themselves. 

The earth needs you! 

This of course is the point where our hero 
comes in, to save the world, 

get the girl, and sail off 
into the sunset! 
Oh, by the 



Take a leak at this iraptucally stunnini new laeie 
from Interactive Magic. Resnurce manaiement and 
heavy cnmhat has never been so intense 



way, there's an entire world of aliens to 
sort out yet, they outnumber us, outgun 
us, are completely without compassion of 
any sort, and have some mates with 
supernatural blinkin' powers - as if we 
didn't have enough to contend with 
already! But we do have one little trick up 
our sleeves though... surprise. For they 
will not be expecting us to launch an 
attack so soon. The player will be in 
command of the biggest fleet mankind has 
ever put together, to try and take back 
through force of arms that which was ours. 
They will have available the most 
dangerous weapons that the 24th Century 
can devise - elite troops, air and sea 
strikes, heavy weapons, ocean going 
battlecruisers and submarines - in all 
there are an amazing forty-five different 
units at the players' beck and call. 

So far Liberation Day has a lot going 
for it. It has the potential to be a very 
big hit, with the right jiggling and 
poking of course! ■ 



Nu Haven sounds like a town within the M25 - 
hut this place has a breathable atmosphere 
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Prepare yeurself for ai iaiaierslve real-tiaie strategy game, 
iacorporating multiple races and genetic eagineering 



ust when I got to thinking 
I there have been no decent 
tank sims published recently, one of 
those nice people from Interactive 
Magic turns up in the office with a CD 
in their hot little hands, namely the 
latest title from Charybdis, iPanzer '44, 
a very good looking tank warfare 
simulation with some excellent features. 
The game is set during the war-torn 
months of 1944 and offers the players 
two distinct areas of play; on the 
Eastern Front between the Germans and 
the Russians, and the Western Front 
between the Germans and the Americans 
- more commonly known as the Battle 
of the Bulge. To give it as much realism 
as possible, instead of having to 
successfully complete a certain amount 
of set missions, the results of each 
engagement directly affect the situation 
of the one following. Combine that with 
the fact that the beginning of each 
battle is somewhat randomised, and you 
will find that it's highly improbable that 
the same battle is ever played twice. 


Tank, what tank? 

Depending on the side chosen, there are 
three types of tank available, the 
American M4A3-76HV 'Sherman,' the 
Russian T-34/85, or the German PZKW VG 
'Panther.' The internal view of the vehicles 
are fully rendered, with highly detailed 


and accurate modelling taken from the 
real thing. And to add to the feel, all the 
control mechanisms within the vehicle 
work with the mouse: steering, aiming, 
and firing. Not do you only get to drive 
the tank, but you even get to choose 
where you sit; driver, gunner, or hanging 
out the hatch with yer hair blowin' in the 
wind. If the driver's position is used, then 
you get confronted with a letterbox view, 
all the driving controls and the bow 
machine gun. The gunner will be 


responsible for aiming and firing the 
main turret mounted gun, and to get a 
really good view, you can take the 
commander's position in the open hatch 
where there are a pair of binoculars and 
another machine gun. 

To help in the war effort there is a 
real-time battle planning map which 
shows all friendly units, and all the 
enemy units that have been spotted, 
even through the tree line! I though I'd 
also better mention the fact that the 
map is the only screen in the whole 
game that isn't beautifully rendered. ■ 






In the unlikely event nf play becnming dull, binuculars are pruvided fur urnithuiugical purpnses 
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There may be snme prnbiems 
with the seating arrangements - 
but isn’t there always? 



Like most sensible games, 
IPanzer has the usual 


difficulty and realism 
options, the main one 
being the ability to choose 
between taking on the rank 
of Captain, which gives you 
control of several platoons 
of tanks throughout an 
entire campaign, or the 
easier option of 
Lieutenant, where you have 
a single platoon under your 
command and the rest are 
controlled via the 
computer's AI. If it turns 
out that you have a real 
tank commander streak in 
you, and you come out on 
top against all odds, or just 
manage a few very lucky 
shots, you could very well 
be rewarded with a medal; 
the Medal of Honour if you 
are American, the Hero of 
the Soviet Union from the 
Russians, or the Iron Cross, 
favoured by the Germans 
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From the outset it looked good, and 
like its predecessors, it's intuitive to say 
the least, with just about everything laid 
out to make it fun to fly rather than 


initial introduction screen offers several 
simple game options; single player, 
multiplayer, training or quit. To keep up 
the trend of on-line gaming, the 


From the outset it looked good, aod like its 
predecessors, it’s iotuitive to say the least 


spending weeks learning all the obscure 
keyboard commands off by heart, then 
mastering the art of using them! The 


multiplayer option allows two people to 
play head to head, or a full connection 
allowing up to eight player campaigns. 
Here's the story so far: the year is 2006, 
and the Norwegians have found a huge oil 
reserve in the Barents Sea, which after 
having claimed for themselves, they have 
started the process of drilling. 
Unfortunately for them, it is in an area 
which has been disputed by themselves 
and the Russians for a long time. As the 
state of the Russian economy is far from 
adequate at this time, they jump in with 
both feet hoping to restore a little wealth 
and prosperity to their nigh-on bankrupt 
government at the expense of commencing 
hostilities with Norway. And so the 
Russians send their Rapid Response Units 
into the Barents Sea to take over the 


Jet Fighter 


Fell Burn 

A fast aid furioas fliglit aim wifli a beliivable story Ine 


et's face it, the average 
I flight sim ordinarily has 
about as much story line as a common 
or garden beat-'em-up. I appreciate 
that war doesn't usually need much of 
an introduction, but it would be nice 
sometimes to have some information 
or background that we didn't already 
know. Working on the success of their 
previous Jet Fighter sibs. Take 2 have 
carefully squeezed all the goodness 
from the series and injected it into 
the latest incarnation of this very 
popular genre, properly named Jet 
Fighter FuU Burn. 



An excellent stnryllne with plenty 
nt viden fnntage to back it up 


lASY OPTIONS 


Most of the control options 
can be accessed during the 
game via the in-flight 
menus or from the many 
keyboard commands during 
the game - they operate 
such things as display 
resolution, screen size, 
throttle and rudder 
options, several different 
camera views, fly-bys, 
chase, external, wingman, 
and steady cam, hud set¬ 
up, and a horde of cheats, 
like invulnerability, no 
crashing, no redout or 
blackout, and even an 
easy landing option. It is 
even possible to alter the 
hud brightness from 
almost non-existent to 
right in your face. 
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driLLing operation and lay claim to it for 
themselves, and in so doing throw the 
world into a bloody high-tech air war. 

IWo sides to the story 

The player has the option of flying with 
the Russian Air Force or the United States 
Navy and so play their part in the glory- 
filled battles to come. Each side has a very 
in-depth introduction which really gives 
you a feeling of being involved, of being 
part of the game. This mainly comes from 
piles of digitised video, some taken from 
real military footage, and the rest from 
filmed news presentations and military 


briefings. As well as FMV, 
the bases themselves are true 
3D environments, allowing reaU 
time movement to inspect 
each room and what its got to 
offer; like the Briefing Room 
has a mission briefing 
section, (surprise, 

surprise!), a Landing Board and a Kill 
Board. That leads to the Flanger where you 
start the missions or arm or rearm the 
aircraft, and to the Quarters, the Squadron 
Commander^s in fact, with whom the 
player can integrate to get a real 
perspective on the oncoming adventure. 



Get yer’ chips out! 

Unfortunately, like all flight sims, Jet 
Fighter Full Burn is very processor hungry, 
and needs a pretty stomping chip to 
make it run smoothly, preferably a 3Dfx 
accelerator card, which these very nice 
people have included full support for. It 
is even possible to swap between the 
two in real time, that is without ever 
having to quit the game. 

The flying is, as you can imagine, very 
smooth as long as you have the power, 
with some very nice misting effects and 
an amazingly realistic looking sky. 

Depending on the side chosen, 
there are three aircraft available for 
use. With the American forces there is 
the classic F/A 18 or the F-22N, or if 
the Russian side is chosen then the 
very secret MiG-42 stealth fighter is 
up for grabs, which is just the thing 
you need, for this baby has a 
incredible playground of hundreds and 
hundreds of miles of accurately 
mapped territory generated from 
actual topographical data. 

To be honest, there is nothing 
really new or original within the game 
- but saying that, it is a well laid 
sim, with easy to remember controls, 
and is distinctly more immersive than 
most others. ■ 
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You just can’t get away from 
those blinkin’ politicians 


TO STICK OR 

IIIIT Til CTIPIf Q 


I don't know about you, 
but trying to configure 
particular flight sticks for 
the software and for the 
machine can be somewhat 
tricky at times, not to 
mention damn annoying. 
Not in this game matey. 

On the installation you 
are asked which joystick 
you want to use with Jet 
Fighter, and to make it a 
really simple procedure 
they have included a 
photograph of (just about) 
all the potential sticks you 
may want to attach to your 
box, the sound settings 
are sorted out from here 
as well to make things 
nice and easy. 
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Ciampmstlp Manager has eijoyed a long reign at the top of the loagne, but could the latest edition 
of Impression’s llltimate Senear Handier be about to upset the form books? 




or the last two years 
I Championship Manager has 
stood leagues above other 
contemporary football management 
sims. Its sheer depth and attention to 
detail has made it one of the most 
successful sports titles of all-time. 
With Premier Manager '97 proving to 
be a big disappointment and FIFA 
Soccer Manager failing to impress, 
Ultimate Soccer Manager 2 has been 
arguably the closest thing to a title 
contender. Not content with the 
runners-up spot though, developers 
Impressions have been working on 
Ultimate Soccer Manager 98 for nearly 
a year now and the fruit of their 
labour looks ready to mount the 



USM 98 involves a lot of dook balancing - just like the real thing - as the game-formerly-known-as-the-people’s becomes the toy-thing 


closest challenge yet to Championship 
ManageFs crown. 

More than a sequel! 

Although based on the same design as 
the USM2, Ultimate Soccer Manager 98 
is much more than just a sequel, it's a 
completely new ball game. For starters 
there's six national Leagues all running 
concurrently. The English, French, 
German, Spanish, Italian and Scottish 
leagues can all be run at the same 
time, without any noticeable slowing 
down in the game! Players will be able 
to manage teams from any of these 
country's main leagues. 

Unlike CM 97/98, USM '98 offers 
players the chance to have far more 
control over the running of the club 
they are managing. At the start of 
each game players have the choice of 
being a coach, or a manager. As a 
manager players have to take on the 
responsibility of running every aspect 
of their team, right down to selling 
advertising hoardings and setting 
ticket prices. In this mode, USM 98 is 
more than just a football management 
sim, it's a detailed economic sim as 
well. Players have to keep an eye on 
all of the incomings and outgoings and 
make tough decisions to make sure 
that their team stays in the black. As 
a coach players concentrate purely on 
the football side of things. Team 
selection and tactics, player 
acquisitions and training. 



Of accountants, agents and PR people 
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PHt view 



Advanced match engine 

One of the most promising features of 
USM '98 is its advanced match engine 
and tactics editor. There's essentially 
three levels of tactics: team, individual 
and advanced. Selecting a formation is 
the fundamental part of team tactics, 
with players able to choose from 


when the ball is in certain positions. 

As with USM2, USM '98 features 
animated matches, allowing players to 
watch the game and actually see how each 
of their players is performing. As with real 
managers, players will be able to see how 
their formation is working, who's making 
the tackles, completing the passes and 


USM 98 is more than just a footbail management 
Sim, it’s a detailed economic sim as weil 


numerous pre-set ones, or create their 
own unique ones. Players can also 
select from a passing, or long ball 
playing style and soft, or aggressive 
tackling through the team tactics. 

Although the formation player's adopt 
forms the basic structure of the team, 
individual player tactics, such as 'stay up,' 
'stay back' and 'play wide' can influence it 
accordingly. Advanced tactics can have an 
even more profound effect. Similar in many 
ways to the formation editor on Sensible 
World of Soccer, it allows players to select 
where they want individual players to be 


getting their shots on target. Taking in all 
this information, players can then adjust 
their tactics accordingly - if they need to! 

Statto 

One of the immediate turn-offs in a 
football management game is when the 
stats are inaccurate. There's nothing worse 
than managing your favourite team only 
to find that half the players are made up, 
or in the wrong position, or have the 
wrong stats - take note Gremlin and EA! 
Championship Manager 2's stats were the 
most accurate ever seen in a game of its 



kind and this was achieved through using 
the help of the fans. Impressions have 
gone the same way and are currently 
collating all the data from club fanzine 
editors up and down the country. The 
reasoning behind this being that these 
fans go to watch their team week in and 
week out and are obviously going to know 
the strengths and weaknesses of each 
player much better than a bunch of 
programmers sitting in an office in 
London. Each player in the game will be 
rated out of 100 for ten different skills, 
including tackling, heading, shooting and 
passing. Unlike in CM 97/98 where the 
stats are relative to the overall quality of 
the player (which is hidden), the stats in 
USM '98 can be taken at face value - the 
higher they are, the better the player is. 
This makes dabbling in the transfer market 
much more straightforward than in CM 
97/98. Buying players in USM '98 is 
something of a gamble though, as each 
player has a hidden rating for accelerated 
development. The higher this rating, the 
faster and more effectively that player will 
improve his skills through training. So, 
players with average skills can still turn 
out to be real stars! 

With dozens of other new, or 
enhanced features. Ultimate Soccer 
Manager '98 has the potential to go all 
the way and take Championship Managers 
title as the best football management sim. 
Whether this potential is realised will 
hinge most crucially on the quality of the 
stats and the match engine. We'll find this 
out in a couple of months when we have 
a full review. ■ 
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STATJIUCKI 


The players in Ultimate 
Soccer Manager '98 each 
boast ten different stats: 
keeping, tackling, passing, 
shooting, pace, heading, 
stamina, speed, ball control 
and fitness. These skills are 
rated out of 100 and can go 
up, or down depending on 
the players training 
routine, the quality of the 
trainers, the players 
accelerated development 
rating and their age 



. ^ PSMCEin'..r u--^i35n!i3EaaJ 
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jgxtXLi 



The input of foothall fans 
ensures accurate stats - 
essential to any management sim 
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PRE view 


Battezone 


first person perspective Emmsia B Ce/ipwr - more persoeaiised and 
much more engaging than any ether commanding war game? 

We saw tfptvstog last month, hut we think BaWezm is going to be the one to watch. 




e reviewed Activision's Dark 
1 Reign a few months ago, along 
with GT Interactive's Total Annihilation 
which were at the time the new 
fledglings to the ever growing brood of 
the C & C genre. They have both brought 
new features into play, but on the surface 
do not stray from the now somewhat 
standard real time strategy arrangement 
Now we are at last seeing a different 
perspective coming through which is set 
to take real-time strategy by storm. The 
commanding aspect of these games has 
always taken a back seat role. Players 
look down on their troops from thousands 
of feet up, safe in their spy planes or 
whatever, without fear of feeling the 
brunt of their tactical decisions. However, 
with Activision's Battlezone, be prepared 
to be at the centre of the action, on the 
front line mucking in with your units for 
the common cause. No more endless 
frustration when your units keep 
wandering off or fail to reach the target 
in time, you can deal with things 
personally and tell people to follow your 
lead as you take them into battle. 

So how has this been arranged? Are 
players going to be stuck in a vulnerable 
position resulting in a shorter game? Fear 
not - you are supplied with your own 
tank that is kitted out with a range of 
powerful weapons and from this 
perspective you conduct your troops in 
the same manner you would have before. 
All orders are given by clicking on units 
either through your windscreen or on your 
radar. Then to move them about the 
landscape there is a handy pointer that 
displays a diamond on the ground directly 
in front of you to show a particular 
position the unit can go to. It soon 
becomes as simple and familiar as before. 


In at the deep end 

What is most exciting with this is the 
depth of view and sense of being 
directly in control that you get with 
this level of 3D. It's such a move up 
from two dimensional C&C, to isometric 
3D with Dark Reign, and now on to full 
immersion 3D with Battlezone. I think 
it would be hard for developers not to 
be tempted to go for this option over 
the old method when designing new 
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games. Another game similar to 
Battlezone, Upnsing, has already been 
released and whether they were first to 
come up with the idea or just the first 
to get it onto the shelf is another 
matter. From what we have seen of the 
two games so far, Battlezone looks set 
to become the benchmark, with 
superior graphics and a generally more 
serious stab at this new breed. 

Gold war 

So let's give you some more background 
to the plot: The name of the game came 
from the 1980 Atari title which was the 
first 3D game ever. It is good that this 
old title should used for a game that 
appears to be revolutionary in 1998. 

This harking back to times gone by is 
also prevalent in the storyline. 

The game is set in the 1960s 
during the height of the Cold War. I 
always thought the Cold War was one 
of the only conflicts that didn't 
involve violence, but I am about to be 
proven wrong. The 'space-race' was 
really just a cover-up for an arms race 
for bio-technology with alien origin. A 
spate of meteors hit the Bering Straits 
where Soviet and American scientists 
were to discover this alien metal. They 
soon found out that the metal could 
be made into extremely powerful 
weapons. The shortage of the metal 
takes the hunt out into the galaxy and 
the quest turns from scientific 
exploration to out and out war. 




Constructor 

Players initially join the war with 
training missions on the moon where 
they learn how to control their vehicle 
and the other units. 

Using the 'recycler' placed over a 
geyser to power it, and a 'scavenged to 
collect scrap, players are able to build a 
number of other units. You are instructed 

With Activision’s 
to be at the centre of the 

over your intercom to secure a position on 
the planet and have about four nav 
beacons that have been dropped in the 
vicinity to help you select a site. These 
beacons come up on screen and look 
something like a wing mirror. They give a 
360 degree view of the area they have 
landed in. You can defend your base using 
well placed turrets which can be built 
using your recycler. However to construct 


more powerful units you will need to build 
a factory. Along with this you are able to 
have tanks, howitzers, walkers and foot 
soldiers and about 25 different weapons 
between them. These units are your key 
through roughly thirty missions, that 
range from complex ambushes to all-out 
war across several planets. 

The game is looking and sounding 

Battlezone, be prepared 
action... 

good. The AI seems pretty hot, and if 
you leave your scavengers without any 
protection you will soon know about it. 
Battlezone looks set to become a great 
game online. Up to eight players over 
local area network or up to four over 
the Internet is sure to give an exciting 
alternative to the missions. All is left to 
see is whether Battlezone knocks 
Uprising off the field. ■ 



MISSION 

EDNSTRUCnOH 

_ 

This looks to be an 
interesting feature. Once 
you have completed all 
the missions, or fancy a 
change of scenery, this 
construction kit will 
allow players the chance 
to create their own 
environment; be it a 
mountainous ice planet 
or flat desert terrain with 
no natural defences - 
that will be up to the 
players. You will be able 
to make things as tough 
as you want. 



“He’S hit, all units destroyed sir.” 
“Return to base for debriefing and 
some tea and biscuits” 
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You know the scene, you get 
stuck in a game, and the 
more you get stuck, the more 
frustrated you get and so on. 
'Oka/ you think, 'no sweat 
I'll leave it for a few days, let 
things settle into place, and 
generally sort it out a bit in 
me 'ead.' Great Until you go 
back to find gawd knows how 
many saves named with some 
method you can't quite 
remember and have to try 
them all just to find the 
latest - and of course it's the 
last one you try! No more of 
that when any game is saved 
in Biack Dahlia it is saved 
complete with a photo of the 
scene and a name of your 
choice. I must confess, the 
save game screen looks more 
like a photo album than 
anything else! 


Co-ordinator of Information, to search 
out Nazi spies and general subversives in 
America's Midwest. To confound your 
problems further, the people, already 
facing up to the horror caused by bloody 
war, have yet another thorn in their side 
in the shape of America's first true serial 
killer, nicknamed by the press as The 
Torso Killer' AKA The Mad Butcher of 
Kingsbury Run.' This fella's not content 
with just murdering folks, he decapitates 
his victims, drains their bodies of blood, 
cleans the torso and dismembers them 
with the precision of a surgeon - but not 
necessarily in that order! This dangerous 
man is thwarting the best efforts of just 
about every governmental organisation 
around, not to mention causing great 
concern to the general public. 

Matters occult 

To make matters worse, the killings are 
believed to be related to the macabre 
sacrifices of an ancient black magic 
prophecy which the Nazis have jumped 
on pretty quickly believing that it 
reveals their destiny, thus making their 
enslavement of the world as we know 
it a quicker and far more definite 
affair. This leaves our young hero in 
the middle of a worldwide conspiracy, 
about which he knows nothing - 
anyone else who might admit to doing 
so isn't likely to live very much longer 
anyway - but the answers are around, 
albeit well hidden. 

At heart Black Dahlia is basically a 
point and click adventure, (the term 
'basically' is used very loosely mind you!). 
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nyone up for a real challenge? 
Working from their earlier 
success with the ever popular game 
Ripper, Take 2 have gone all out to 
produce an almost real-life mystery for 
all you budding private dicks out there. 

Black Dahlia spans a massive five 
years of game time between 1941 and 
1946, and is based around strange 
occurrences and real characters that have 
been fully documented from that period. 
It is your role as Jim Pearson, a rookie 
agent of the newly formed Office of the 


If YOU feel like going out and painting the town red tonight, don1 pick this place whatever you do 
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combining an amazing 3D environment, an 
intuitive control system, and plenty of full 
motion video thrown in for good measure. 
To entice the player into the game there is 


through puddles until he stops, breathless, 
peeking around a tree for any sign of his 
antagonist. Then, as in all good movies, 
the stranger, (the camera view), creeps up 


Take 2 have gone all out to produce an almost reaMIfe 
mystery for all you budding private dicks out there 


an excellent but very creepy FMV 
introduction, in which a young lad with a 
bloody nose is running scared through 
some woods, taking furtive glances behind 
him, jumping fallen trees and splashing 



quietly from the rear to grab him round 
the throat and forces him to the ground. 
The camera then pans out to reveal the 
attacker as another boy, (probably a bully) 
who, while pushing the other boy's face 
into the forest floor notices a dismembered 
hand a few feet away, panics, screams, 
then runs off, followed very closely by his 
unmolested victim. 

Hear 30 

The real beauty of the game has got to 
be the graphics - long gone are the 
static high resolution images of many 
other games of this genre - Black 
Dahlia offers a 'real' 3D interactive 




CHARACTERS 
TRS_ 


The characters in Black 
Dahlia are fully 
interactive and have 
distinct personalities like 
dear Mr. Hank Finster; the 
main man of a big, big 
company who hates just 
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about everything (nazis, 
police, nazis, his foreman, 
nazis - I think you get 
the drift now), and has a 
big cigar permanently 
lodged in the corner of 
his mouth, whilst finding 
it really hard to speak in 
anything other than very 
loud voice. 

Then there's Mr. 
Sullivan; Tim's boss, a 
friendly, mild mannered 
man with a sure smile 
and a reassuring bearing. 

What movie setting 
would be complete without 
the classic disgruntled 
detective, angry and 
shouting at everything 
around him, surrounded by 
incompetents and fools, 

(so he says!), but who's 
really quite helpful and 
compassionate. 

The game also stars 
several Hollywood names 
including Dennis Hopper 
and the wonderful Terri 
; Garr, I mean, what more 
i could you possibly ask? 
Over recent years more and 
more film stars have been 
turning their hand to 
interactive movie games. 

. Christopher Walken and 
Mark Hammill being two 
fine examples. 


world which combines Lovely high 
detail rendering with state of the art 
video footage for the same Locations, 
resulting in some very believable 
situations. Once inside a room or 
location, the mouse can be used to 
scroll around the interior in real-time 
- the more the mouse is moved, the 
quicker the view scrolls. You can Look 
up, down, out of the window, even 
spin around and around (if you Like 
feeling dizzy that is). Most things 
around can be interacted with; 
cupboards or drawers can be opened, 
you can leaf through filing cabinets, 
look at pictures, ornaments and so on, 
or even dial numbers to telephone 
people. It's the little things that make 
this game an experience in itself. 

If you are looking for a few hours of 
excitement and fun, then try Quake or 
Rage Racer. But on the other hand if 
what's required is mystery of epic 
proportions requiring serious time and 
effort, not to mention a lot of thinking, 
then Black Dahlia is most definitely the 
game for you. ■ 



























Addietion Pinball 

Thise wrigglini, earth-birrowing Invertebrates return frnm tbeir success with Warns 2 
and pmvide seme tnp shunting actinn nn the pinball table 




amount of shots in succession. There are 
many other exciting features, such as 
multibaU play and great sound effects, 
especially the high pitched shrills of the 
Worms themselves. 

Total Wormage is the six ball game 
that fits in with the ten different 
missions available. There are six 
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As you can see, the tables are 
really realistic with ali the 
chrome and shining iights 


use the ideas of flippers and balls and 
put them in different environment 
without the constraints of a table. 

How does Addiction Pinball fit into 
the scheme of things? Well Team 17 
have decided to use characters from 
a bunch of their best games to 
adorn the tables. The most 
noticeable are surely the Worms. 
By the looks of things Team 17 
have come up with a credible 
pinball game with Addiction. All 
of the ball physics and chrome 
renderings look really good, on the 
Worms table at least. We shall 
have to wait to see what the other 
tables are looking like, but I would 
imagine they'll be of the same high 
quality. The tables can also be viewed 


here are a good few pinball 
I games on the market and all 
seem to capture the ball physics and 3D 
view to a very accurate level. Most aim 
to emulate the look and feel of a real 
arcade table, with a nudge facility and a 
wide range of viewpoints. Other games, 
such as Pinball Dreams by Spidersoft, are 
less three dimensional and have a less 
realistic arcade feel, whilst some simply 


from six different angles, which should 
satisfy the pickiest players. 


Side games 


There are a number of sub-games that 
come up during play and add a nice 
touch. These appear on the dot matrix 
display at the top of the table and 
range from the Showdown to spelling 
the name 'Worms' or getting a certain 


By the looks of things Team 17 have come up 
with a credible pinball game with Addiction 




weapons to collect as you move around 
the table, each of which will bump up 
your score considerably - and of course 
there are some super sheep to worry. 

Saturday night fever 

The other table is based on Team 
17's classic. Rally Fever, with all the 
characteristics of rallying and pinball 
brought into one game. It has been 
designed in a Manga cartoon style and 
includes some wild racing action with 
looping tracks around the table. 

Addiction Pinball combines well known 
characters with a well known, though often 
neglected, genre and aims to become the 
best in its field. We shall see if it really 
does cut the mustard when we get to play- 
test the finished item. ■ 
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SORIfDl 


Like the majority of real¬ 
time strategy games, 
Warbreeds makes use of 
different sorts of 
structures for differing 
parts of the adventure. As 
you will need to 'make' 
new races, there are 
various buildings that 
make it somewhat easier, 
like a Gene Collector, 
which allows the 
extraction of genetic 
matter from dead 
enemies. The Gene Lab is 
of course the place of 
producing and 
experimenting on your 
weird and wonderful racial 
designs. Some of the 
structures of Warbreeds 
are as follows: Refinery, 

Psi Towers, Relay Towers, 
Turrets, Listener, Electric 
Tower, Mines, Warp Device, 
and a Summoner 
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Any remaining questinn as to whether or not he had switched off the grill was suddenly answered 


Magha, and although they look small and 
ineffectual, they are decievingly dangerous 
adversaries. Some of their warriors are 
even naturally invisible, just to make 
matters worse. As a race they are cunning, 
sneaky, and very devious. 

I for one am looking forward to 
Warbreeds, it certainly has a lot 
of potential. ■ 


The Yedda learn the hard way 
about the perils of gene splicing 




Warbreeds 


Prepare yourself for an immersive real-time strategy game, 
incorporating multiple races and genetic engineering 


■n 

■ I V ed Orb Entertainment certainly 
ILiJl haven't been hanging around 
lately. After bringing you Riven, the 
wonderful sequel to Myst, they are still 
working their whotsits off to give to the 
world their first in-house production, 
namely Warbreeds - a real-time strategy 
game of planetary proportions. 

The game is set on the planet of 
Aeolia, on which once lived a race of 
creatures called the Yedda, who, after 
living for centuries with little or no 
evolutionary movement, suddenly came 
across some remains of a tiny creature 
with similar bone structure. Not believing 
that they could possibly have anything in 
common with these creatures, the 
scientists of Aeolia worked on proving as 
such. Unfortunately, they were wrong, but 
in proving it they opened up a new era of 
genetic exploration in which they realised 
they had the power to engineer the make 
up of other beings. So they ended up 
with three new races made up of slaves, 
grunts, and playthings. 

The more religious of the Yedda were 
afraid of an ancient prophesy, stating that 
strange creatures would crush the empire 
in its last days, and so the Yedda, 
believing that the threat was from their 
new slaves, set the scientists the 
task of engineering a new race, 
strong, intelligent, and quite 
capable of defending the 
empire if needs be. This new 
race, named the Magha, was born. 

And as you can probably imagine, 
there was chaos in no time, resulting 
in the almost complete extinction 
of the Yedda people. 

Death and destruction 

The player has the choice of playing as 
one of the following four races, Tanu, Sen- 
Soth, Kelika, or Magha. The Tanu were the 


first among the races to be manipulated 
by the Yedda; they are mainly reptilian in 
form and have amazing speed, this gives 
them a very good defence for running 
to and from battle. They are 
intolerant, aggressive, and very 
expansionist. The Sen-Soth are the 
more bizarre of the four races, and 
misunderstood by most. They avoid 
melee combat whenever possible, 
preferring to attack their opponents 
from a distance with missile type 
weapons. The Kelika are a slow, 
cumbersome, but amiable race, 
who, since the hostilities have 
turned deeply religious, and have 
promised to restore the Yedda Shamanic 
orders. The last of the creatures are the 
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The eriginal llf.4.Jr. was a mad game. Released about a year age it brought some oew aogles to 
turo-based/real-time war gamiog. The seguel looks set to do the same - aod mere. 



There are many indigenous species on the planets, like this rat-type character 


These artwork pictures come up 
on your screen as soon as you 
click to huild the vessel 


.A.X was a huge game where 
players were given command 
of seed ships in order to go out into 
the universe and conquer some 
unsuspecting planets. It had some 
excellent FMV sequences to help 
players get into the mood which 
showed commanders having their brains 
removed. The gameplay was smooth, 
using the point and click interface to 
arrange player's units. As with the 
sequel, you can choose to opt for 
either turn-based play or real-time, 
which will make it appeal to both 
camps. So if most of the main aspects 
of the game are similar to the first 
what makes the difference? 

Well, by the looks of things they 
have added a whole range of 
interesting features to add a spark to 


the original M.A.X. game, which, 
incidentally, stands for 'Mechanised 
Assault and Exploration.' One of the 
main new features is the use of what 
they call Parallax Scrolling Technology. 
It sounds complicated and probably is 
to program, but for all that effort it 
gives the 3D terrain more depth. 
Basically the units on higher ground 
are larger and players can choose the 
exact angle they want to use. 

Interplay have also included what 
looks to be a bit of a novelty, a liquid 
video display which lets players play 
about with what appears on parts of 
the screen as the surface of water. Not 
that useful in reference to gameplay, 
but maybe for the finished version 
they will have a use for it. 

In the line nf fire 

More importantly, they have added 
line-of-sight options that will give 
more realistic firing lines so that 
terrain and partial blocking of units 
will effect strike rate. In M.A.X. 2 
there will be a range of formation 
controls similar to Myth. Along with 
the usual unit controls such as attack 
and sentry, they have added seek and 
destroy, guard, and advanced sentry 
to gives players more control over 
their units. One option, the patrol 




which is quite partial your unit’s essential cables 
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P H t View 


mode. Looks especiaLLy interesting. 

You can order a unit to move through 
waypoints following a set path. This 
is great when you have important 
buildings away from your main base 
such as ports. 

Once upon a time 

The story behind the game has been 
expanded to give continuity to the 
series. M.A.X. 2 has been set fifteen 
years after the first game. What 
remains of the human race have 
joined with the Concord that includes 
many friendly alien races and clans 
such as The Chosen, Axis Inc and Von 
Griffin. The human brain has been 
joined together with an alien 
intelligence to create a hybrid of 
human, alien and machine. You must 
bear in mind the fact that the humans 
had their brains placed into new exo- 
skeletons in M.A.X., so who knows 
what state they are in now? If this 
wasn't enough of an upheaval, players 




must face the Sheevat, a civilisation 
that is ploughing through the 
universe causing havoc. 

Most of the time during the game is 
spent, as with most war-based strategy 
games, either building or destroying. 
The quicker you can build and arrange 
your units into a powerful fighting 
machine, the sooner you can blow the 
hell out of anything that happens to 
cross your path. Your engineers have a 
choice of buildings to construct to help 
them defend their base. A variety of 
turrets are at your disposal to place 
around your base in case of surprise 



Spies like us 

There are loads of other features that 
Interplay plan to add to the game before 


The story behind the game has been 
expanded to give continuity to the series 


attack. At the top of your screen you 
are supplied with a control bar that 
gives you information about the range 
of your units, their health etc, which is 
helpful when deciding on effective 
placement. Once a unit has been 
placed, players click on the unit for 
further commands. Factories supply a 
list of units, the capabilities and how 
many turns it will take for the building 
to make them. There is a lot of scope 
for upgrades too. In M.A.X. 2 there are 
no power plants to worry about, all 
your power requirements are handled by 
the mining station. So as well as 
producing materials you also produce 
power - one affects the other's rate. 



it is finished. A spy camera like the 
beacons in Battlezone will allow Locations 
to be monitored without moving to the 
specific area on the map. Internet and 
modem multiplayer options will also be 
ready in time for release so that up to six 
players can compete with each other, 
along with a scenario editor, which wasn't 
available with M.A.X. The overall look and 
sounds of the game are pretty good so far. 
The original game was really impressive 
sound wise, so they will have to pull the 
stops out to improve on that aspect. The 
graphics and structures have the same 
flavour as the first game, but you will also 
be greeted by indigenous lifeforms that 
can attack your units - as if you didn't 
have enough on your plate. 

So here you have what looks to be a 
decent game which uses pretty much the 
same idea as M.A.X, but with new features 
and the odd gimmick to spice things up. 
Certainly no major revolutions expected, 
though anything can happen between 
now and the release. Whether these 
features will bring the game up to the 
same level of Total Annihilation and Dark 
Reign remains to be seen, but we will find 
out soon enough in the full review 
expected in the next few months. ■ 


The ocean is one of the most impressive graphics featores we have seen this year. Rippletastic 
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The main part of the single 
player game is split into over 
thirty missions. The first is a 
training mission that will 
allow players to ^ used to 
land combat by engaging 
with a battle group that has 
landed nearby. The second 
mission will be to build and 
defend a landing site which 
aims to teach players the 
essential building stalls and 
a feel for air units. The later 
missions see the Sheevat 
intervening in the battle 
against the renegade colony, 
and players will have to 
tackle both before they go on 
to discover the main alien 
base. Many missions follow, 
with the main Sheevat 
invasion and combat on 
many other planets in the 
universe ending with a 
finale on Earth 



There are dozens of units to build 
in MAX. 2, each has its own 
traits and need to be positioned 
effectively for the best results 
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Die by the Swam could even surpass Tomb 
Raider and Deathtrap Dungeon's sales 



ext March, Interplay are 
scheduled to release a game 
which could revolutionise the way in 
which third-person adventures are 
made and played, and could make 
games like Tomb Raider and Deathtrap 
Dungeon obsolete overnight. Die By 
The Sword uses an entirely new 
method to control the game's central 
character, a method which gives an 
unparalleled level of interaction 
between the player and the game, 
with total freedom of movement and 




character to draw a gun and shoot 
something, you merely activate an 
animation sequence. Even beat-'em- 
ups such as Tekken and Mortal 
Kombat, where you have a huge 
variety of moves for each character to 
make, mostly make use of similar 
animation techniques. 

En garde 

Die By The Sword uses a new control 
technology called VSIM Motion Control, 
developed by Treyarch Invention, which 





With a skillful swing nf the swnrd, 

ynu can hehead ynur npponent 


action. Traditionally such games have 
used motion-capture techniques to 
animate their characters in a series of 
set-piece moves. When you tell a 


allows total direct control of the 
character's movements. The technique uses 
a mathematically modelled simulation of 
the musculature and articulation of the 




Ynu knnw the stnry; it’s Saturday mnrning, had a few tun many last night, need a shave, and then those hoar-headed loons come along all with their bioody axes... 


All CUT UP 


Die By The Sword is, as it 
sounds, a fast paced 
combat game which is set 
in an immersive 3D 
environment. Players will 
come up against an array 
of menacing monsters and 
enemies, along with 
puzzles to challenge and 
halt their progress. 
Additionally players will 
be able to use their 
mouse to swing their 
sword in a much more 
fluid manner. 

The programmers have 
employed a new 'physics 
based' engine, which 
apparently puts players 
more in touch with their 
on-screen counterparts. The 
maths behind the game is 
controlled by VSIM Motion 
Control, the aim being to 
make the characters move 
far more realistically 
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human body, and 
incorporates the momentum 
: and inertia of manipulated 
' objects to arrive at a 
unique and highly realistic control 
engine. In practical terms, this 
allows you to use the mouse to 
directly control the character's sword arm, 
while body movements are controlled by 
the keyboard. In a fight, this means you 
can actually fence with an opponent rather 
than just pressing a few buttons and 
watching the computer do the rest. The 
sense of involvement this generates takes 
the gameplay to a whole new level. 
Treyarch are planning to use the VSIM 
engine in several other new games, which 
may appear later in 1998. 


It’s only a flesh woond 

The basis of the game as it stands at the 
moment is a dungeon-delving adventure 
in which Enric, a heroic warrior, seeks to 
rescue his beloved Maya from the evil 
Kobolds who have kidnapped her. The 
game features a 3D polygon engine which 
supports all major accelerator cards, with 
volumetric lighting, full texture-mapping, 
and, unusually for this type of game, 
uneven terrain surfaces. This, combined 
with the accurate physics of the character 
movement means that both Enric and his 
foes can trip over and fall flat on their 
faces! This mathematical modelling allows 
such unique features as having the 
character still able to fight while hanging 
by his ankle from a rope. You can also 
perform leaps and somersaults with an 
agility which would challenge even Lara 
Croft. The combat system is authentic in 
its gruesome detail. With a skillful swing 
of the sword, you can behead your 
opponent killing them instantly, or chop 
off a leg, leaving them hopping about in 
a highly comical manner reminiscent of 
the Black Knight from Monty Python and 
the Holy Grail. 




I scream, we scream, we all 
scream for more blood! 


MODES 
Of PIAY 


There are two playing modes 
planned: firstly quest mode, a 
search and rescue mission, 
and then melee mode, which 
lets players battle against up 
to four opponents. To add to 
the exdtement there is also 
full multiplayer support in 
the shape of serial, modem 
and network options. 

Die by The Sword will bring 
a new level of interactivity to a 
well trodden genre 



IWo fellas in a hole with 
some swords... and stuff 


Run away 

There are over twenty different types of 
enemy, each with unique moves and 
weapons, and all are AI controlled to 
respond to the characters' actions in a 
realistic way. If a group of cowardly 
Kobolds ambush you, they are bold and 
confident as long as the fight is going 
their way, but if you defeat most of them, 
the survivors will try to flee from your 
vengeful sword. The various creatures exist 
in the game in real-time, and they don't 
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all get along with one another. A certain 
points in the game you may come across 
two enemies fighting each other. You can 
either rush in and join the fight, or hide 
and wait to fight the victor. There are 
often several ways of accomplishing any 
particular goal, either by stealth and guile 


are several different arenas to do battle 
in, featuring such delights as rivers of 
lava spanned by narrow bridges, or 
whirling blades which will decapitate you 
if you stray to close. The arenas are very 
useful for practicing the strange art of 
sword fighting with a mouse and for 


There are also many secret areas, the finding of 
which wili test your skiii to the iimits 


or by brute force and ignorance, depending 
upon how you proceed. There are also 
many secret areas, the finding of which 
will test your skill to the limits. 

Bridge of death 

The game also includes an arena combat 
mode in which you can choose to play as 
any of the monsters featured in the game, 
or take on several enemies at once. There 



building up your own unique sets of 
moves. The game incorporates a move 
editor, which allows you to assign a set of 
moves to a single key, for fast use in 
combat. You can also trade special moves 
with other players, or download new ones 
over the net. The arena mode is also the 
multiplayer part of the game, and can be 
played with up to four other people over 
the Internet or local area network. ■ 
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wnh games aed movies koeomlog ever closer, this moeth IlmMiiE PC goes 
behied the scenes to find ont more abent the world of the great movie tie-in 


lOK 


f you go right back to the days 
I of the Sinclair Spectrum and the 
Commodore 64, video games and movies 
have always been closely linked together. 
In those early days the naff graphics made 
the whole experience seem a million miles 
away from the actual movie. But even 
worse than that, nearly every game that 
had a movie behind it was invariably poor. 

When games publishers realised that 
huge amounts of money could be made by 
simply sticking a big name film on a box, 
they decided they wouldn't bother with 


In this feature Ultimate PC takes a look at 
some of the movie releases that have 
appeared, or are soon to appear, from PC 
games publishers. 


Game: 
PuUlsber: i 


Element 
lindscape 


I H ased on the Sci-fi film, directed 
I by Luc Besson and starring 


the game. More often than not, a company 
would throw together a pathetic attempt 
at recreating a movie and end up with an 
absolutely crap game which was about as 
much fun to play as watching paint dry. 

This stigma continued when the PC 
became increasingly popular, and it has 
continued right up until the last few years. 
Many of the games released for the PC in 
the past have tried to incorporate plenty 
of FMV or Full-Motion-Video - but each 
time a game was published featuring 
these small video clips, they seemed to 


Bruce Willis, The Fifth Element is being 
developed in close canjunction with 
Gaumont, the movie's producer. The 
game will follow the plot of the film, 
which is set 250 years into the future. 

It focuses on the efforts of a group 
of humans and aliens trying to stop a 
comet containing the ultimate distillation 
of evil from reaching the Earth. With 
alien girl Leeloo, the key to the Fifth 


have completely destroyed any gameplay 
that was there. 

Thankfully, nowadays most games 
publishers are finally beginning to see 
that in order to produce a best-selling 
game you need more than just a movie 
licence. Games such as Westwood Studios' 
Blade Runner are increasingly becoming 
the standard which other movie tie-ins 
must follow - and that ain't no bad thing 
for PC gamers. 

As more and more PC-movie tie-in 
games are released, this will inevitably 


Element, they set out to try and locate 
the four ancient stones that represent 
the basic elements they believe can 
save Earth. 

The player may choose to play either 
Leeloo or Korben Dallas through fifteen 
full 3D levels. Those will include New 
York 2413, Astroport etc. Played in 
third-person view, the character will 
have to fight against sixteen enemies 
from the movie - Ma nga lores, Zorg crew. 
Flying Robocop etc. 

Game: Wlnfl Commander, 

PeUisher: ElBCtrOiliC 


he first game in a brand new 
I trilogy set in the world of 
the Wing Commander. Following the 
departure of Chris Roberts, 










push up the overall quality, as each game's 
publisher tries to better the last movie- 
related game released. With the help of 
3D graphics cards and improved PC 
technology, games can now look more 
like the actual movie than ever before. 

In Men in Black, the developers went 
to extreme lengths to make sure the 3D 
representations of Will Smith and Tommy 
Lee Jones was as close to perfection as 
possible. And it's this commitment to 
quality that will make movie tie-ins play 
well and look just as good as the movie 
on which they are based (assuming the 
movie was good in the first place!). 

Many developers working on a movie 
tie-in now have access to various bits and 
pieces from the actual film set, in order to 
help re-create the atmosphere on the PC. 

In Microsoft's Chaos Island, based on 
the movie The Lost World, scripts and 
storyboards were made available to the 
developers of the game. And in addition 
to that, as with many other movie tie-ins, 
the voices of the actors from the movie 
are included in the game - including in 
this case megastar, Jeff Goldblum. 

Together, this all combines to create 
a brilliant atmosphere, further adding to 
that feeling that you're actually involved 
in your favourite movie, rather than just 
playing a game based on it. 

Although there's tons of video games 
based on their movie counterparts, over 


new producer. Rod Nakamoto, has created 
a game of epic stance. 

Wing Commander Prophecy game 
begins with an ancient prophecy from 
the Kitrathi, which speaks of an invasion, 
and a great warrior hero who would 
not be a Kilrathi, but who would come 
to save them. 

As you start the game, you enter 
the plot as a rookie pilot called Casey 
- you are the son of Iceman Casey, a 
character that appeared in the first 
Wing Commander game. Your very first 
mission as a space fighter is to escort 
a marines transport to investigate the 
debris of this attack. 

Loads of super fast, red-hot spacefights 
combine with loads of movie clips and 
all the prodoction values of a real movie. 



O ne of the best movie-to-game 

titles this year. Men in Black 
was programmed by the Gigawatt studios 
in the US. 

Using a third-person perspective 
and pre-rendered graphics to recreate 
elements from the film, the game also 


the last few years, we have begun to see 
the tables turn, as the movie of the video 
game was born. Following the success of 
the Streetfighter series of games, Capcom, 
the game's developers sold, for the first 
time ever the rights to a movie based on 
a video game. It cost just $35 million to 
make and had a script written by Die Hard 
veteran, Steven De Souse. The film starred 
both Jean Claude Van Damme and Kylie 
Minogue, and saw the actors portraying 
the characters from the computer game 
in a beat-'em-up style movie. Despite 
rather poor reviews, Streetfighter took 
triple the amount of money it initially 
cost to make. 

Another film which went down the 
same avenue was Mortal Korn bat. With the 
lead role played by Christopher Lambert, 
the film opened in 1985 and went on to 
earn more than $23 million at the box 
office in its opening weekend. And in an 
unprecedented move, the movie is set 
to see a sequel - and this time it's not 
based on a game. Called Mortal Kombat 
Annihilation, it's just been released in 
the US and will hit UK shores sometime 
in 1998. Director John R Leonetti said: 

"Everything we wanted to do in the 
first movie and couldn't, we did in this. 
This is not a sequel - it's the next bigger 
and better chapter in the adventures of a 
group of phenomenally popular characters, 
in a universe called Mortal Kombat." 


When he was asked about movies 
and games he said: "As video games 
become more realistic, I believe more 
and more movies will be made directly 
licensed from the game. Computer 
games are now a mass market business 
and when a popular world is created, 
that is enjoyed by millions of people 
around the world, I see no reason why 
this world shouldn't be recreated for 
movie goers." 

Hugely popular games such as Tomb 
Raider are certain to attract interest from 
Hollywood. Speculation has been rife that 
Eidos Interactive have been in talks with 
some Hollywood studios with regards to 
a Tomb Raider movie, with some tabloids 
saying Liz Hurley will play the part of 
Lara Croft. As millions of people around 
the world now know the names Tomb 
Raider and Lara Croft, Hollywood producers 
realise this can help a movie become a 
near certain success and are prepared to 
pay heavily for the rights. 

In the future, movies and computer 
games are almost certain to have an 
even closer relationship. With constantly 
improving PC technology and the move 
towards using movie production elements 
in the creation of games, one day we 
may be able to step into the shoes of 
our favourite actor and experience the 
movie for ourselves. Now wouldn't that 
be something! ■ 


THE WALT 

DISNEY 

CDMEANY 


With the huge number of 
properties the Walt 
Disney company has, it 
was only natural that 
they should enter the 
computer gaming world. 

In 1994, the company set 
up Disney Interactive 
with the intention of 
bringing their well known 
properties to the small 
screen. They enjoyed 
massive success with the 
Lion King and have since 
go on to bring all their 
major characters to the 
PC. A number of PC games 
have stormed the charts 
over the past few years as 
many kids, and adults, 
stampede to get their 
hands on a CD-Rom 
featuring their favourite 
Disney characters. Apart 
from games, the company 
has built their own niche 
market with the Animated 
Storybook series and the 
Print Studios. 



features bits that were not featured in 
the film. This helps the gameplay 
enormously, as you're not just simply 
playing through the film, whilst knowing 
exactly how it ends. In the game, you 
start off as Will Smith (James Edwards) 
and have to earn the right to wear a 
black suit by solving puzzles and taking 
part in numerous fights. 

While it has all the atmosphere of 
the film, the Men in Black game gives 
you so much more - it adds to the movie 
even further. 


part from all the trillions of 
I Streetfighter games that are 
out there, the Star Wars series has 
made a major impact on the PC market 
this year. Jedi Knight and X~Wing vs 


Tie-Fighter are two games that both 


m 
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Escaping with the ferocious dinosaurs of 
Chaos Island is a perilous mission 


were allowed to use the voice-overs of 
the actual actors to make the game 
come to life further. 

In the game, you control a team of 
scientists who are stuck on an island 
packed with prehistoric perils. Using an 
army of dinosaurs, including the giant 
T-Rex and scary Raptors, you must try 
and escape the dreaded island - and 
your doom. 


re-create the world of Star Wars 
on the PC superbly, the latter 
even allowing you to fight as Emperor 
or servant of the Emperor. 

Blade Runner, based on the 1983 
hit film, captures every last drop of 
atmosphere from the film. It features 
amazing graphics and music, together 
with stunning artificial intelligence 
that changes the course of the game 
each time you play it. 

Blade Runner is the perfect example 
of how a game derived from a movie 
should be. 


Bane: Cliagp Island 

Pablisher: MiCrOSOft 

in 

■ reated around the monster 
HiJm movie. The Lost World, Chaos 
Island is set to appear exclusively on PC. 

The game was put together using 
help from the production crew that 
worked on the film. The developers had 
access to the storyboards and they 


LL 


m anchester bom 

Chris Roberts, ; 

although still only 29, is one of the 
most successful movie directors/game 
designers/storytellers in the world. After 
working on Afotch Day, Wiz Adore and 
Stryker's Run (all charting at number one) 
he moved to the US where he began 


-.working for development firm Origin 
Systems Inc. 

Chris invented and designed the 
^ j '' first ever interactive movie - 
, -. Wing Commander - which 
V ^ was developed by Origin 
and published by 
. Electronic Arts. 

Since then he 
&has become 
the executive 
producer on 

" ' Wing Commander 
II, III and IV ~ and for each one Chris also 


iniMATE PC I ISSUEjlVEj.#tlARJ=H98 






























































FEAture 


-t 


Game: Phantasmagoria 
pubiisherrliUC Sonware 


O ne of the most jam-packed 
games ever created around a 
movie. Although no stand alone movie 
was ever released, this game was almost 
a movie in itself. It was launched on a 
massive seven CD-ROM's and contained a 
cast big enough to put many mega budget 
movies to shame. 

The story is centred around a bizarre 
mansion on a small island along the 
New England coastline. The two tenants, 
Adrienne and Donald Gordon, are soon 
enveloped in a mystery of boundless, 
supernatural proportions. 



You take on the role of Adrienne, in 
a chilling story that was written by 
Sierra designer, Roberta Williams. She 
blends the elements of modern fiction 
with 19th Century literature, creating a 
most haunting tale that will plunge you 
into a terrifying world of isolation, 
illusion and insanity. Spooky or what! 



Gainey- Alien Besurrectlon 
andAnas?' 

Publisher: 


stasia 
Tox I 


dx Interactive 



he latest addition to the 
I atmospheric alien movies. 

Alien Resurrection is a fast-paced PC 
adventure game that uses the latest 
console technology to bring you a level 
of realism never before seen on the PC. 
Based on the film of the same name, 
starring Sigourney Weaver who plays 
Ripley, you need almost lightning fast 
reactions as you fight off attacks from 
vicious aliens. 

Alien Resurrection sees you racing 
against the clock through the dark and 
foreboding corridors of the research 
vessel Auriga, whilst destroying aliens 
and trying to prevent the extinction of 
the human race. 

Anastasia is the latest full-length 
animation feature film from the pen 
of Don Bluth. The game version uses 
all the hand-painted backgrounds 
from the movie and includes some 
stunning musical scores taken directly 
from the film. 

You travel with Anastasia and Pooka, 
her loyal puppy, from St Petersburg to 
Paris, to help Anastasia prove her true 
identity. Featuring some top gameplay, 
this is another excellent crossover from 
movie to game. ■ 


TOMB RAIDER: 


THE MOVIE? 



After the success of the 
game, it seems that Lara 
could be on the way to be 
hitting the big screen, as 
opposed to our computer 
monitors. That's right, it's 
been heard that we could 
see Lara strutting her stuff 
in the flesh. Whether or not 
it will be the iamous lookalike 
pictured below has not been 
confirmed, but we've all got 
our fingers firmly crossed. 
We'll bring you news as we 
have it. Babe! 





m 



wrote the scri|^ used- Wffafs 
more, luting from IHNng 
Commander III he also 
directed all the movie pnte 
What's more anveing from 
Chris Roberts' point of 
that on its release, 

Commander HT became 
Electronic Arts biggest 
money-spinner ever, rsking 


in over t30 million from 
worldwide sales. 
mm Chris has left Origin and 
set-up his own company known 
5: as Digital Anvil, where he has 

' recently won the liglttSrto 
create the first ever 
standalone Wing 
^sinmtdBr movie. We 
' spoke to him i^ut 


. the past, present and futtBs of m^cs and 
;^v|fflffle s. as he sees it 
MH^^ Not long after staiilug with Origin you 
■™%!came famous as the persomwho invented 
the interactive movie? 

|UK|^Yeah, it was really a great time ftr me. 
“®^y first ever project for them was a game 
called Times of Lore, i^ich hit number one 
on the best-sellecs list in IdSB. I then 
followed that with Bad Btoddr which was a 
post-holocaust role-playing game, in 1990. 


mm bawi mrnm tfesi jesi 

BiM iRti MM 6Bme BP sich 
I umm BT ianas? All 


toBBS Hks mts BBS hi tte WIMS CmmsBet gani^ havB Bmgit p^srs Baek, time aei time apm Following those games i decided f wanted 6f mm, iBsplrei by SRbt Wars 


to creates real epic, combining game 
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What lead up to you directing Wing 
Commander IIH 

1993 I created a game called Strike 
Commander, which was a military flight 
combat simulator. It Immediately became 
an international best-seller and showcased 
our revolutionary 3D Realspace graphics 
system - one of the most powerful 3D 
systems ever produced for the PC. At the 
time, it was Electronic Arts' blggest-selling 
PC game, with sales of over 500,000 units. 
After that I was offered the opportunity to 
direct the movie on WC Ul. 

It was an immensely exciting idea to 
me, so I grabbed it with both hands. In a 
technical sense, directing people on the set 
of a movie is very similar to managing the 
production of a computer game. 
ly^Were you surprised that Wing Commander 
III instantly became the biggest-selling 
game in the series? 

In some ways I was ~ though I don't 
It had anythini^ to do with my : 


Arts spending $2 million for the movie 
part of the game alone. This was quite 
unprecedented at the time and it was 
definitely one of the reasons why the 
game became so successful. Plus, of 
course, it was a brilliant game as well. 

1 understand that an animated 
version of Wing Commander has been 
shown in the US? 

ai That's right, though I didn't have 
anything to do with that one. It was 
produced by the well known Universal 
Studios outfit and was broadcast on the 
USA Cable Network during last year and 
this. Apparently, It has enjoyed excellent 
viewing figures. 

imij^What was the thinking behind launching 
your own company. Digital Anvil? 
m I launched the company with the 
belief I could create quality interactive 
titles and pursue movie opportunities 
for our interactive products. I have 
brought together some of the finest 
talent from the computer and movie 
worlds to form this company. 

Among our biggest names, we have 
movie director Robert Rodriguez, who has 
directed films such as Desperado and From 
Dusk 'Til Dawn. 3ohn Miles, who's responsible 
for creating Microsoft's DirectSound 


ebris* first pnes eves had eisaenls of filais is tbem - great exfuis'leep fsr bis futiire ereatiens 


tM 


design, the then new advances in PC 
technology, and for the first 
time ever bring together a 
movie and a game. I 
getting loads of press 
about it being the first ^ 

Interactive movie, while asking the 
question: "Is this the way all games will be 
in the future?" 

m What were your main inspirations 
behind Wing Commander? 

Q^^s a great fan of the furious action In 
Star Wars and David Braben's classic space 
strategy game. Elite, I set out to create a 
series of games that could combine elements 
from both. I regard Star Wars as one of : ■ 
the greatest science fiction movies ever 
made and as for Elite, it was so original 
at its time of release and gave so much 
pleasure I still believe it is one of the 
best computer games ever. 

GE Even your first few games had elements 
of movie production in them? 

^^lAs I see it, the production of games and 
movies Is a very similar process. Both Timh 
of Lore and Bad Blood had cinematic stoiylines^t > 
ambitious visual effects and dramatic ■ 

musical scores. Movies and games both k 
require similar pre-production planning and « 
both offer exciting and visual entertainment. ■' 


how 

difficult was it to 
get big names like 
Mark HamtU Involved In the game? 

Surprisingly, it wasn't that difficult 
at all. Despite Mark having enjoyed a 
glamourous and hugely successful time 
with the Star Wars movies, major parts 
seemed to fall away. He was a great fan 
of computer games and loved the Idea of 
Interactive movies. He saw it as a 
completely new challenge and maybe 
another way to open up the world of 
movies to even more | 


peopl 
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A number of major 
companies in Hollywood 
have tried to cash in on 
the games market. Most 
saw the massive amounts 
of money that could be 
made and dived head on 
in, without really giving it 
that much thought. 

One of the biggest was 
Time Warner, who bought 
into a number of British 
games companies such as 
Renegade and the Bitmap 
Brothers, and later became 
known as Warner Interactive. 

As a number of other 
US companies have found, 
though, the games industry 
cannot be run by companies 
who think they know what 
they're doing when in actual 
fact they don't. Most US 
owned companies have now 
folded, apart from one or 
two sensible firms. 

LucasArts, launched in 
1982, has become one of, 
if not the most successful 
company of the bunch. 
Formed by George Lucas 
after he recognised the 
creative potential of video 
games, the company have 
released trillions of superb 
games based on the Star 
Wars movies. Each one a 
brilliant game in its own 
right - without needing to 
be sold purely by the 
name printed on the box. 

The theory that games 
can look like movies is 
one which George Lucas 
firmly believes in: 

"Movies and video games 
will always co-exist. The 
public will always want to 
have a story told to them 
and they will always want 
to play games where you 
have some control over 
the outcome. 

There will be movies 
and there will be games, 
and the games will look 
like movies." 


system - used by more than 75 top game 
companies worldwide. And we also have 
top games talent in Tony Zurovec (from 
the Crusader series) and Erin Roberts 
who worked on Strike Commander and 
the Privateer series. 

|i^ We've heard that Microsoft have 
signed an exclusive multi-million dollar 
game deal with you... 

1^ Microsoft see us as a great way to get 
a better foothold into the games industry 
and have signed an exclusive deal with 
us. They will handle all the worldwide 
sales, distribution and marketing of all 
our titles and we are expecting to release 
our first game in 1998. 

Microsoft have also become a major 
investor in the company and their strong 
commitment will enable us to continue 
developing the high production value, 
action packed, story driven, break-out 
games, for which we are known, as well as 
opening the doors to other entertainment 
platforms for our content. 

ESI Do you miss working on the latest 
Wing Commander game? 

I will miss working on it, but I believe 
you have to move on in life when you feel 


storylines, themes and other creative 
elements from titles I through to IV of 
Wing Commander, 

My vision for the Wing Commander 
property has always been to create an 
immersive movie-like experience on a 


Even with the continuing growth of the 
^ PC market, computer games still aren't 
regarded in the same way as other forms of 
entertainment It's not just that gaming is 
thought of as a childish pastime, but that 
critics never think to analyse a game in the 
same way they would a film, in terms of 
storyline, characterisation and style. One 
day, however, I think this will change. 

Where do you think movies and games 
will go in the future? 

I firmly believe that games will become 
more realistic and so be more like a true 
interactive movie was always meant to. As 
PC technology improves, so will these 
products. You will really feel as if you're 
taking part in a real movie and be able to 
walk around and talk to whoever you like, 
whenever you like. It will be like living in 
that moviein 


the time is right and when I started up 
Digital Anvil I knew that had come. It will 
always be my baby and something 1 will 
always be remembered for. But the series 
will continue without me, and 1 think Rod 
Nakamoto, the new executive producer for 
Wing Commander Prophecy, will do a superb 
Job. The latest installment is most definitely 
the best yet. 

you excited by the prospects of 
the Wing Commander movie? 
m It's something 1 have always dreamed 
of! The film will be based on characters. 


PC, complete with compelling story,- | 
intriguing characters, and Hollywood- 
quality video and sound. Because Wing 
Commander is such a rich production, I 
am excited to be able to translate it to 
film and television, and release it to a 
mass market audience. 

Do you believe games will ever be 
ij^egarded in the same way movies are? 
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Starship Titaals 


The maiden voyage of the Stsrship Titanic will soon he hoarding. 
Please have year tickets and passports ready 





Publisher: Zablac Entertainment 
Developer: Digital Village 

Release: February 98 

Website: www.starshiptitanic.com 
Players: One 
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ouglas Adams is a genius. I 
know that's only my opinion, 
but I don't think many people will disagree 
with me. His most famous creation is of 
course The Hitchhikers Guide to the 
Galaxy, which has been a radio series, a 
TV series, a double album, a 'five-part 
trilogy' of books, a computer game and 
about everything else. Now that's 
what I call multimedia! 

The characters of Arthur Dent, 
Ford Prefect, Zaphod Beeblebrox 
and Marvin the Paranoid Android 
("Life? Don't talk to me about life!") 
are known and loved by millions of 
fans across the globe. His other works 
include Dirk Gently's Holistic Detective 
Agency, the Long Dark Teatime of the Soul, 
and the utterly indispensable Meaning of 
Liff. He has also collaborated with 
various members of the Monty Python 
team, amongst others, and has written 
numerous scripts for radio and TV shows. 

The latest creation of his legendary wit 
is the new computer game Starship 
Titanic, developed by Digital Village 
and published here in the UK by 
blac Entertainment 

Infinite imprnbabiiity 

The story of Starship Titanic goes 
something like this. At the centre 
of the galaxy, an extremely advanced 
alien civilisation have built a huge 
luxury starship, designed to be the 
last word in top class intergalactic 
transport. This is the Starship 
Titanic, The Ship That Cannot 
Possibly Go Wrong. Throughout 
more than thirty decks, the ship 
features the ultimate in travel 
accommodation, with beautifully 
appointed corridors, halls and state 
rooms all designed in a glorious 


Art Deco style, resembling a charming 
mixture of'the Ritz, the Chrysler building, 
Tutankhamen's tomb, and Venice.' 

Unfortunately, the rash promise of 
infallibility proves to be just as much of 
a curse to the starship as it was to its 
ocean-going earthly counterpart, and 
on its maiden voyage it crashes into 
hyperspace and disappears. 

ZZ9 Plural Z Alpha 

You enter the story when your quiet 
night in front of the TV is interrupted 


by the Starship Titanic crashing into 
your house. With the tip of its gigantic 
keel occupying most of your living room, 
you first meet Fentible, the polite but 
reserved Doorbot, who invites you on 
board. You can, of course, refuse to - 
assuming you just want to play the two 
minute version of the game! 

When you go aboard, the ship takes 
off and heads for the uncharted depths 
of interstellar space. Your only company 
on this trip of a lifetime is what remains 
of the ship's robot crew. They are all 


Fans of Douglas Adams will no doubt be excited about his new venture in the form of a computer game. And this is it, Starship Titanic. Lovely! 
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traumatised and malfunctioning, especially 
the ship's controlling cyberintelligence. 
The only other living thing on board is 
the utterly barking mad ship's parrot. 

Babel fish 

You start off the voyage as a third class 
passenger, but it soon becomes clear 
that you are in the grip of one of the 
most powerful forces in the galaxy: the 
desire for a free upgrade! As you make 
progress towards the ultimate accolade 
of First Class, more of the ship becomes 
accessible to you, and you can start 


the trust of the 'bots - and that means 
talking to them. 

One of Starship Titanic's most exiting 
features is its state-of-the-art dynamic 
language processor called True Talk - a 
revolutionary parser developed by the 
Virtus Corporation. This allows you to hold 
conversations with the game's characters 


Starship Titanic’s graphics are of a heauty 
and quaiity easiiy equai to Riven 


finding clues about what actually happened 
to the ship. You can attempt to repair 
the ship's AI system, and try to guide it 
home. To do this you will have to gain 


in plain written English, something of an 
improvement over most adventure games. 
The characters each have a vocabulary 
of at least five hundred words. 










if you’re in search of a chailenge, then Starship Titanic couid he just what you’re looking for 



Crinkly edges 

The game's graphics are of a beauty 
and quality easily equal to Riven and 
superior to Myst, with both superb 
pre-rendered artwork and humourous 
animations of the Starship Titanic's 
crew and characters. The design of the 
decor is mainly inspired by the 1920's 
Art Deco movement, as mentioned, 
and also includes the work of painters 
such as Mondrian. The scene changes 
are smooth zooms from one view to 
the next, rather than the more usual 
abrupt cuts or fades. The game's art 
direction is by the Academy Award¬ 
winning design team of Oscar 
Chichoni and Isabel Molina. 

The release of the game is 
supported by a specially 
produced Website, 

(http://www. 
starshiptitanic.com), 
created by Starlight Travel, 
who are the creators and sole 
travel agents of the Starship 
Titanic. The site is well worth a visit, 
as it is extremely funny, being written 
in Douglas Adams' unique style. It also 
affords you a glimpse of some of the 
luxurious rooms to be found in the giant 
space liner. 

There are also clues to help you 
solve the mystery of the game embedded 
in the Website, and as Starship Titanic's 
release date approaches, these will be 
updated with information about the 
ongoing construction of the ship - 
including hints as to what may really 
be going on. Who knows? You may be 
able to solve the puzzle before you 
even buy the game! ■ 


As you can see from the amazing 
screen shots, Starship Titanic's 
visuals look stunning 
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very once in a while in the 
history of gaming, a software 
title comes along that deals with some 
controversial issues. Back in the days of 
the Mega Drive, Mortal Kombat raised 
the eyebrows of the media, who latched 
on to the extreme gore of the death 
moves and since then it seems that a 
growing number of games have pushed 
the boundaries of what is acceptable and 
what is not. 

Is it acceptable to have a game based 
on rape and murder - issues that were 
tackled by Ripper from Gametek? Is it 
normal to disregard the moral issues 
raised by Carrnageddon, a game which, it 
would seem, freely promotes road rage 
and hit and run driving? Are there still 
questions to be asked over the ethics of 
advertising for games like Grand Theft 
Auto from BMG or Screamer from Virgin 
- imagery and marketing campaigns that 
seem to take the controversial theme of 
a game and expand on it, adding to the 
controversy, even appearing to thrive on 


issues nowadays, as more and more new 
titles are slapped with an 18 certificate. 
Violence and extreme violence in games 
used to be a big issue a few years back, 
but do we actually think about that side 
of the argument anymore? It would seem 
not, but by accepting these types of 
games with open arms, do we also give 
licence to software publishers to engage 
in marketing campaigns and advertising 
that actually add to the controversy and 
therefore add to the hype? Are there any 
regulations or industry watchdogs that 
can monitor just what the publishers put 
out as far as advertising and in-your-face 
marketing hype? After all, it is one thing 
to be 18 years old and purchase an 18 
certificate game, but is it right that under 
18 gamers can view the advertising, read 
about the content or even play a demo 
of the controversial game? 


the issues of crime and violence? Or, are 
there now so many controversial subjects 
tackled by games these days that we have 
become immune to it, blase to the fact 
moral issues can be raised over the content 
of a computer game? 

It would seem that many more games 
are based around real social and moral 


Do games companies make controversial games to bring in more money? Are 
they doing enoogh to protect consomers? Ultimate PC finds oot the answers... 

























UPC: Would you call your campaign 
'controversial' and why? 

No, not really. The controversial side 
really came from the national press, 
especially The Daily Mail. To be honest, 
99% of the people who were screaming 
about the game had never played it, 
and just relied on rumour. For example, 
we were accused of running over kids, 
pregnant women and giraffes... none of 
which appeared in the game, and would 
not be added for taste reasons. I think 
even the Stainless boys have limits! It's 
just the same old story of uninformed 
people jumping on the bandwagon... 
and trying to make something more 
newsworthy than it already is. 

UPC; Would you say that the content of 
the game was controversial or had raised 
any moral issues? 

. It raised a sensationalist media moral 
issue, but the game itself was in no way 
a moral issue. 

UPC: With a title like Carmageddon, was 
it important to add to the unusual content 
of the game by making the marketing and 
advertising controversial? 

We did market the game as the most 
realistic driving game ever, as well as 
the most controversial game ever. It was 
always marketed as a bit of fun and a 
joke. The characters are cartoon-like and 
quite silly, which is basically the name 
of the game. It's only a bit of fun! It 
has taken us over six months to convince 
the BBFC of this. As soon as they actually 
took time to play the game, the Appeals 
Committee agreed that it was an adult's 
game and too cartoon-like to be as 
offensive as was originally thought. 

UPC: Have you actually ever received 
any complaints about either the violent 


Where do we draw the line? Is it 
acceptable to promote games via the use 
of scantily clad females in advertising - 
for example, Telstar and Gametek's use 
of Jo Guest, a page three model who has 
also recently appeared on GamesMaster, 
engaging in a smutty double entendre 
chat with the erstwhile presenter, Dorn 
Diamond. Do we consider filthy language 
as a taboo subject in games, when many 
contain the 'P word and variations on the 
'P word theme? 

What is the current situation? Are the 
marketing gurus of the computer industry 
getting away with courting controversy 
in this way? Do they even think that 
there is a problem? Is it the fault of an 
over-zealous media, that blows things 
totally out of proportion? 

How about censorship - should all 
games be rated and strictly controlled? 
Should computer game marketing and 
advertising meet the tough regulations 
that other forms of entertainment such 
as movies have to go though? Is there 
already a system in place that regulates 
the software industry, and if so does it 
think that there is a problem with the 
imagery in some adverts and the content 
of such games? Or should the common 
practice of 'anything goes' also apply to a 
multi-million pound computer industry, 
that deals within a market that spans all 
age groups, from tiny tots to OAPs? 

In order to get some answers to these 
questions, we spoke to a number of top 
'Industry Figures' who are, or have been, 
involved in the marketing of controversial 
titles or using controversial imagery within 
their advertising. 

First of all, we spoke to Mr Sam Forrest 
of SCI, who played a key in role in the 
marketing of Carmageddon, a game with 
controversial content. 


content of the game or about your 
advertising campaign? 

Nope. We had lots of complaints about 
the BBFC and the changing of the colour 
palette, ie. pedestrians to zombies. 

UPC: Is Carmageddon 2 on the cards, and 
if it was, would the controversy card be 
played again or would you have done 
enough with the first campaign? 

Well, you'll just have to wait and see 
in the Summer of 1998! 


So, the huge controversy surrounding 
Carmageddon was the result of the national 
press, who do have a tendency to over¬ 
exaggerate, a point that was also made 
by most other people that we spoke to. 
Nevertheless, Sam did say that the title 
was marketed as a controversial game, 
at least, among other things. 

Next we spoke to Simon Jones of 
Telstar, who was directly responsible for 
marketing Onside, the football game that 
used the page three model, Jo Guest, in 
its advertising. Simon and the rest of 
the team at Telstar have always tried to 
find new and original angles by which to 
promote their titles, including a recent 


UPC: So exactly how successful has 
Carmageddon been? 

Very, very, very... We were in a number 
one chart position for about five weeks 
in the UK, as well as taking the number 
one slot on other European territories 
such as, Scandinavia, Holland, Portugal, 
and so on. 

UPC How much of that success was, in 
your opinion, down to the marketing of 
the product? 

Well the game itself was definitely 
groundbreaking in every way. Here in 
the UK we would like to think that the 
marketing helped a lot... Unfortunately 
the media decided to hype it up way out 
of proportion, which I think we managed 
to control quite well. So I would say 
about 50/50. 











email marketing campaign to promote 
their PC title. Virus. 

UPC: Do you think that many software 
publishers increase the controversial 
nature of their games by exploiting 
moral subjects through advertising? 

S3: Of course they do, and then they 
suffer at the hands of the media for it. 
Unfortunately the general media do not 
understand video games and therefore 
automatically think bad of every one. 
UPC: Why did you choose to promote 
Onside with pictures of 3o Guest? 

SJ; To be honest I didn't actually pick 
her, the model agency just faxed over a 
poor quality picture and I said "yeah!". 
We were just lucky that she then became 
pretty famous at the same time! Or did I 
discover her? 

UPC: What did you think of Gametek's 
use of exactly the same model in their 



Battlecruiser advertising? 

SJ. It annoyed me a bit because 
they didn't do anything clever. 
The Onside ad had a real message 
to tell - the girls were just a 
vehicle for that. 

UPC; Do you think advertising 
within the computer industry 
needs to be regulated? 

SJ; I believe that all forms 
of advertising should be 
regulated, however if the 
industry were a little more 
sensible then it might 
avoid the ASA's gaze. 
UPC; What is your 
opinion on the whole 
subject of controversial 
games and their place 
in the market? 

53: 1 genuinely think 
that they are good for 
the industry. 

Anything that jumps 
from the specialist to 
mainstream press can only 
be exposure for the whole 
industry - besides, consumers 
don't like to be told what is 
isn't good for them. 
UPi: Where would you, 
personally, draw the 
line in the marketing 
or the advertising 
^ of games? 

SJ: I'd keep away 
from religion, racism 


and anything related to Man United, or 
simply, anything that offends the majority! 

I do think that we need to be sensible, 
but not forgetting that our target market 
is the 20s man, and what better things 
to attract him than sex and violence? 

Simon Jones has made some good points 
here, although we would remind him that 
the box artwork for Onside did feature 
Peter Schemichel, and if that isn't Man 
United related, we don't know what is! 

Again, the national or general press 
have been blamed for taking things out 
of context and out of proportion. The 
national press would argue that it is in 
the public's interest to know that such 
things are going on within the computer 
industry, but does the opinion of the 
likes of The Daily Mail really matter? After 
all, what do they know about computer 
games? Saying that, what do they know 
about anything? 

Last of all we spoke to ELSPA, who 
currently fill the role of standards by 
having a rating system that appears on 
most software releases. We spoke to 
their representative Trisha Oxford, for an 
impartial point of view from ELSPA, who 
represent the interests of the Consumer 
Software Industry. 

UPC.: What is ELSPA's role within the 
computer industry? 

TO: ELSPA is the trade body, which was 
founded in 1989 to provide a collective 
voice for the consumer software industry. 

It identifies common goals and deals 
with issues concerning the business and 
public affairs of interactive entertainment 
publishers and developers. ELSPA has 
116 members including Sony, T.H.E, GT 
Interactive, Electronic Arts, Ocean, Eidos 
and Acclaim. 

Could you explain the need for a 
games rating system and how the ELSPA 
system works? 

TO: Computer and video games were 
once only the preserve of children, but 
as the original gameplayers matured, 
the games had a wider appeal and the 
industry accepted the need to provide 
an easy way to show consumers which 
audience a game is suitable for. 

The system is voluntary, in that all 
members of ELSPA are obliged, as a 
condition of their membership, to display 
the age rating labelling on every title. 
The system is administered by the Video 


Standards Council. The criteria for legal 
classification by the British Board of 
Film Classification are clearly stated (as 
they are for the voluntary ratings) on a 
product assessment form, supplied by 
the VSC for submission prior to release. 
The Video Standards Council ensures that 
no publisher unwittingly breaks the law 
or submits software to the BBFC for legal 
classification unnecessarily. 

The VAR label provides consumers 
with the opportunity to make informed 
decisions when purchasing and reassures 
retailers, who do support this system 
wholeheartedly, that they're selling 
products which are entirely legal. 

UPC: Is it still a voluntary rating? 

TO: As stated, the system is actually 
mandatory for all ELSPA members who 
make up 95 per cent of the UK games 
publishing community. 

UPC: Are you concerned at the growing 
numbers of games with a violent nature? 
TO: Since the VAR system was introduced 
in 1994, less than six percent of games 
annually receive an 18+ certificate. As 
there has been no increase in this, we 
do not accept that there are, as you put 
it, "a growing numbers of games with a 
violent nature." 

UPC: Do you think that games such as 
Carmageddon and Grand Theft Auto raise 
any moral questions? 

TO: It is beyond ELSPA's remit to pass 
moral judgement on its members. What 
we can do is insist that they follow the 
procedures laid down by the VSC and 
submit all their games for assessment 
and ensure that none of our members 
are negligent in this respect. 

UPC: What is your view on what seems to 
be the growing number of 18 certificate 
rated games? 

TO: There simply is not a growing number 
of 18 certificate games. The number of 
titles given a VSC 18+ rating in 1996 
was two. Up to May this year, when 
we last have figures, there were none. 
The number of titles submitted to the 
BBFC in 1996 was 42 - but you must 
remember that many of these were not 
submitted by ELSPA members and were 
very likely pornographic multimedia 
products - the total number of game 
submissions to the BBFC, to May this year, 
was 18. I am sure you will agree this 
hardly represents an increasing trend. 

^ C; Does ELSPA have a role in looking 
out for the standards of advertising used 
by software publishers? 

TO: In January of this year the industry 
embraced a new self-regulating code of 
advertising practice in response to the 
growing unease about the occasional use 
of shock advertising by some publishers. 

The Code of Advertising Practice will 
ensure the content of all advertising, 
packing and promotional materials for 
member's products remains within the 
existing guidelines, stipulated by the 
British Code of Advertising Practice, 






while preserving the rights of members 
to advertise and promote their products 
in a robust manner. 

UPC: Do you think that the Advertising 
Standards Assodation would have allowed 
all of the adverts that have got through 
and into the computer press over the past 
few years? 

TO: As with all advertising, the ASA would 
have acted on any complaint received 
about any of our members' advertisements. 
UPC: In your opinion, are more software 
companies increasing the controversial 
content of their games to hype up the 
game to both the industry and the game's 
potential buyers? 

TO: Absolutely not. 

UPC: Where would you draw the line on 
marketing campaigns for computer games? 
^ TO: Other than ensuring that members 

abide by the guidelines stipulated by the 
British Code of Advertising Practice, ELSPA 
^ does not involve itself with the marketing 

campaigns of its members. 

It would seem that ELSPA plays a 
^ very important role within the computer 

industry, but is there still something 
missing? 95% of software publishers are 
, members of ELSPA... what about the other 

5%? Does the whole area of marketing 
campaigns and advertising need to be 
r looked at as a separate issue by another 

independent body, or will self-regulation 
imposed by ELSPA members cut down on 

► the controversial aspects of advertising 
and marketing materials? Is the problem 
purely about controversial marketing or 

► are the games to blame in the first place? 

There will always be these types of 
questions levelled at a computer industry 
h that is still seen by the national press 

as an industry that provides toys and 
amusements for small children, who are 

► easily corrupted. Until the national press 


changes its mind about computer games, 
these issues will arise in the future, every 
two or three months. 

On the other hand, the computer 
industry needs to stand up and shoulder 
some of the blame. Marketing and PR 
people have to draw their own lines in 
order for the self-regulation to really work. 
There are certain individuals within the 
software industry that have been 'getting 
away with it' for a long time. Individuals 
who not only continue to put out both 
controversial products and campaigns, but 
actually count on the bad reaction of the 
press to turn a game that might only be 
an ordinary game into a Triple A product. 

We have heard three opinions from 
different areas of the consumer software 
industry, some opinions that recognise a 
problem with the advertising/marketing 
of certain products, but who then go on 
to blame the national press. This view 
might well be the truth, but then again, 
blaming the press is an easy way to cover 
up dedsions that have already been made. 
You can always blame the press because 
most of the time it is their fault, but in 
some cases, controversial products and 
marketing activities are undertaken with 
the sole intention of shaking things up. 

Put yourself in this 'hypothetical' 
marketing person's shoes. Their bosses are 
after bucket loads of profit, but have just 
spent 'X' amount of cash on an average 
game that will score average marks in the 
specialist press. If the press slate it, the 
retail buyers will not buy the game into 
their shelves. If the large retailers don't 
stock the game, it simply won't make 
money. So, what could the strategy be? 

A: Smokescreen. 

This strategy sees the implementation 
of controversial advertising and industry 
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rumour that will get people talking about 
the game for its controversial presence, 
rather that its artistic content. The national 
press are bound to pick up on it (espedally 
if you draw their attention to it!) and 
cause a fuss. The result is a boatload of 
publicity (All publicity being good, if it 
means that your game's title is becoming 
well-known) and then your sales people 
might just have enough to sell in units 
to the retail boys. 

B: Hype the Controversy 

This strategy again involves coming up 
with outrageous advertising, that echoes 
the controversial content of the game. 
Using the game as the first controversial 
tool, marketing and PR then takes the 
form of hyping the title solely on its 
controversial issues and adding to that 
with advertising that catches the eye 
and catches the attention of all elements 
of the press. 

This advertising will then be plastered 
across all the specialist press, computer 
industry trade papers and eventually 
into other magazines like Loaded, Viz, 
NME, Sky Magazine, etc. The very fact 
that you have blitzed the mainstream 
with imagery and product recognition 
should put your sales team in a good 
position to sell the game into retail, 
without a single score being published 
before the deal is struck. The hype might 
even rub off on the specialist press, who 
might just decide to give the average 
title the benefit of the doubt, publishing 
scores which are, thankfully for you, a 
little bit above the average. 

If the hype has been implemented to 
'Rise of the Robots' proportions, then 
even the gameplaying public will want 
to get their hands on the title. This 
strategy doesn't come cheap though, 
and is always risky as the buyers might 
not go for it - and the press in most 
cases don't. 

G: Bribery and Corruption 

Absolutely nothing to do with hyping 
or controversial advertising, but that's 
another feature! ■ 
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F-22 Raptor, Human Onslaught and Longbow 2, 


Explosive 


Any game getting 90% or more receives the UinMAiE PC Explosive 
award. This month Deathtrap Dungeon, Quake 11, FIFA Road to the 
World Cup and Blade Runner have scooped the award. 

Hot Property 

Awarded to games between 85 and 89%, the Hot Property accolade is 
only given to distinguished titles. This month's recipients include 


Hazardous 

i J Any game scoring under 50% will receive the Ultimate PC Hazardous 

— I 55 award. Any game receiving this is best avoided at all costs. This month 

JJujin steering clear of Puma World Football and NBA Hangtime. 
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[ I H t the end of each review a box-out similar to the one 

shown here will list all the information you need to know 
about the game in question. For those interested in buying the 
reviewed game, its publisher and developer are listed, along with 
its price and a release date. For those who simply want to know 
more and have access to the Internet, a Web address, where you 
may be able to find additional information about the product, is 
also supplied. We then move onto the recommended specs needed 
to play the game - the amount of RAM needed and the processor 
speed is stated, along with any special graphics or sound 
requirements. With the number of games which need specific 
graphics accelerator cards increasing, this demands attention. 

After this we have the all important comment and score. 

Ultimate PC's reviews are sponsored by Tiny Computers. We use Tiny 
P200 MMX machines, equipped with 32 MB RAM, 12X CD ROM Drive 
and 4MB video cards for each of our reviews. ■ 
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The gamepUy is gripping 
ind far more challenging 
Lhan others, the graphics 
are gorgeous and the 
network game is, quite 
simply, brilliant 
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■ he concept of wandering 
around a veritable maze of 
turning, twisting, trap-filled corridors 
stuffed to the brim with numerous 
fierce warriors, scantily-clad female 
barbarians, and a whole plethora of 
grotesque, frightful, inhuman beasts, 
is by no means a new one. Ian 
Livingstone has been using this recipe 
for a few years now, delighting the 
masses with his do-it-yourself 
dungeons for one in book form, which 
^ proved hugely popular, especially 

' with role players. But one 

such adventure stood so far 
out from the crowd, with its 
devious traps, enormous play 
area, and quality monsters, that 
Ian thought it would be a really 
cool move to turn it into a 
computer game - and being a 
top cheese at Eidos, he did just 
that - and so Deathtrap Dungeon 
was reborn! 

You still play the part of the 
brave adventurer, armed 
with your wits, cunning, 
courage, and of course a 
dirty great big sword. 
Depending on your 
own needs or 
whims, there are 
two characters 
available to 


Most hack 'n' slashers, as you 
probably know, have only a 
couple of combat moves and 
are therefore easy to control, 
but are very limited by the 
same token. Deathtrap 
Dungeon however is not quite 
as black and white, mainly 
because it allows more 
versatility, but the controls 
can be somewhat tricky 
until you get used to them. 
To help people get attuned 
to the control system, the 
full version will incorporate 
a tutorial during the first 
level. This will take the 
player through moving the 
character, handling melee 
combat, and how to 
perform jumps, both 
long and high 


use through the dungeon. The first is 
giant of a man called Chaindog, who 
manages some pretty spectacular acts 
of manual dexterity such as leaping 
across wide gaps, standing forward 
somersaults, as well as some seriously 
impressive long jumps, and all this while 
dressed from head to foot in dark, heavy 
looking armour. 

The second of the foolhardy duo is 
a young lady going by the name of Red 
Lotus, who is by far the most alluring 
of the two. This heroine comes dressed 
in a very tight fitting leather leotard 
type costume which leaves little to the 
imagination - not that that's gonna 
help much I know, but I just 
though that I'd mention it in 
passing. She, like her male 
counterpart, has the 







same extraordinary athletic abilities at 
her disposal, and is armed with a huge 
sword which - to be quite honest - 
looks far too big for the lass. But even 
so, she certainly knows how to use it! 


hopefully feel the gentle caress of wind 
and rain upon your face once more. 

From what I've seen, every little 
part of Deathtrap Dungeon has been 
very carefully thought out and planned 


times at least one level of it \ \ 
has been almost completely 
rewritten - the^team decided a- ' 
it didn't work well enough and ^ 
therefore redesigned it! It's the 
kind of manoeuvre that sorts the 
men from the boys, and it shows, 

I can tell you. 

You can get an idea of what the 
game is like by entering the setup 
menu, where you will see a table 
containing various macabre items: a 
pair of eyeballs, an ear in a jar, and an 
assortment of barbaric hand tools, 
purposely devised to remove the 
previously mentioned attributes, all 
thoroughly bloodstained of course! It 
doesn't stop here though - to access the 
sound setup, the ear must be clicked 
on. This will take you to another 
delightful screen, depicting three lively 
musicians (all monsters!), accompanying 
a human solo vocalist, all animated of 
course. Okay, so the human singer is 
being taught relaxation (stretching!) 
techniques on a rather wicked looking 
contraption commonly known as 'the 
rack'. As well as being a grim, albeit 
humourous sight, it also gives the player 
access to the sound setup, which controls 
the volume of the sound effects and the 
music individually. 

The setup screen also shows three 
other options; keyboard, graphics, and 
hardware. The first is the keyboard 
layout screen where the controls can 
be individually configured to personal - 
taste. The graphics menu is generally 
concerned with the display, covering 
all manner of options such as screen 
resolution, texture, screen layout and 
gamma correction. 

Deathtrap Dungeon offers four screen 
resolutions, from 320 x 200 to an amazing 
1024 X 786. The texture setting is divided 
into two categories, detail and depth. 


The heroine is armed with a huge sword which, 


To delve or not to delve 

The idea of the game, unlike most of 
the others of this genre, is not just to 
complete a specific task, such as 
rescuing a dimsel, sorry, a damsel in 
distress, or slaughtering your way 
through a bunch of beasties in a 
desperate attempt to overthrow some 
undeniably unpleasant overlord or 
another, but very simply to survive long 
enough to find a way out from your 
somewhat precarious situation, to 


meticulously, from pure playability to 
tiny little details which turn the game 
from a run of the mill hack 'n' slasher 
to a well thought out and excellently 
portrayed adventure. 

For instance, I have been up to the 
Eidos offices twice now, specifically to 
see this game, and between those 


and each one can be set to either low, 
medium, or high quality. The screen 
size and layout can also be configured, 
to allow Deathtrap Dungeon to run on 
a variety of machines with no more 
than a couple of quick clicks. And of 
course, the player has full control of 
the gamma correction facilities (in 
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As well as ail manner of ■ 
creatures ready to rip your ^ 
heart out, or generally just^ 
dismember you a bit (if it's g 
possible to do 'a bif of 
pulling limbs off) there are 
also several nasty beasties, 
believe it or not, that just ' 
cannot be harmed at all, 
and unfortunately (for you 
that is) there are only two j 
that are totally unable to : 
harm anybody, let alone our ,' 
brave adventurer. The first ^ 
is a rodent type creature 
that spends Hs time running 
around the walls of the 
lower levels of the dungeon, 
looking cute and smalU The ; 
other is a fantasy version " 
of the London Underground 
- a big bunch of flying 
turtles, of all things. They 
can be found bobbing up 
and down at the edge of 
the major chasms, just 
waiting to carry you across 
the unending blackness fnt- 
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Luckily your hero hasn’t got the 
same gymnastics diploma as his 
friend and ours, Lara 


other words you can also change the 
brightness!). Last but not least is the 
Hardware settings option; this controls 
the input devices that you may want to 
use, and alters them to give you the 
most comfortable playing configuration. 
From here it is possible to alter the 
speed of the mouse, invert its movement 
up and down, or left to right, and to 
detect a joystick. 

Drop dead gorgeous 

Considering this stunning game is from 
those nice people that bought you 
Tomb Raider and Tomb Raider II, you 
can probably imagine the quality of 
the graphics, for they are stunning to 
say the least! Not only will it run on 
an unaccelerated machine and look 
pretty good. Deathtrap Dungeon will 
also fully support 3Dfx, ATI and all 
other brand leading accelerator cards, 
as well as DSD, providing what can 
only be described as absolutely 
stunning results. 


Every single inch of the adventure is 
beautifully texture mapped, with a quite 
wonderful assortment of different patterns 
and surfaces. As a result of all this variety, 
each level is quite unique in its look 
and feel, bringing the player closer to 
the action and immersing them in a 
world of intrigue and violence. 

What really makes the game stand 
out is the array of little life-like touches. 
For instance, the animation of both 
the characters is so detailed that when 
they move backwards they even have a 
look over their shoulder to see where 
they're going! 

When I first looked at the game, I 
noticed one thing that really worried 
me - the fact that the character's health 
was so small as to be almost unreadable. 
I mean, it was literally a tiny box in 
the top left-hand corner of the screen, 
and as a paper and computer role player 
of very long standing, I consider it vital 
to be able to see at a glance how close 
to death my hero(ine) is. However, after 


Mind bogglingly big 

I still can't get over the size of the 
place, not necessarily how big the levels 
are as such, but more the hugeness of 
some of the game's areas and, more 
importantly, the vast complexity of detail 
in each of them. One springs immediately 
to mind, which is a level going by the 
name of Inversion.' It is a huge chamber 
which contains nine enormous towers, as 
well as walkways and bridges spanning 
dark and mysterious depths beneath you. 
The layout of this level is so complex. 




inn ctnsi for cnufnnT! 


When the game is first played, the only weapon the character has 
is a default sword. This is a pretty standard chop 'em to bits item 
with no special powers, but as you delve deeper, you may come 
across several other weapons to aid you. A word of warning though, 
the majority of them will either disappear completely or their 
power will dissipate with continued use. 

Here are some of them; Warhammer, this tittle baby deals out 
a good whack and is a very satisfactory way of breaking heads; 


The Red Sword, tiiis lovely blade works best on dragons and demons, 
but watch out, it will eventually become useless with serious usei. 
The Black Spiritsword, a very dangerous weapon which can do silly 
amounts of damage, but has the disadvantage of causing the wielder 
to lose as much health as the opponent. The Magic Warhammer is 
the bane of the Rockmen, made by the Dwarf King's most skilled , 
blacksmith, one Arakad Stinkbeard, and is in fact the only item ; 
that can do any damage at all to the buggers 


watching for a while, I realised how 
clever they had really been, because I 
saw more and more cuts and bruises 
appear on the character the more they 
got walloped, until eventually they 
were almost covered in blood. Even 
their death is quite impressive - when 
the killing blow is delivered there is 
almost a pause while the hero gently 
falls over backwards and lies unmoving 
in an ever increasing pool of their own 
blood. Lovely, huh? 


1 


i 


i 






i 


i 


i 


i 


i 


i 


4 


i 

i 


ULTIMATE PC I ISSUE FIVE I JANUARY 1998 


1 












finish up with a 
blinder. The ^ H 

forward Lunge is 9 ^ 

a particularly 9k 

spectacular sight, as ' % 
the set is finished off with a 
seriously powerful overhead swing 
given even more momentum by 
leaping into the fray. 

Directional attacks can also be 
combined together, resulting in a ^ 
simple and intuitive combat 
system with amazing versatility, 
offering each player an almost 
unknown originality and a 
totally unique fighting style. 

Torturous tuoaels 

To keep you thoroughly absorbed for a 
good long while, there are ten enormous 
levels for your dungeoning pleasure, 
filled with a plethora of expected and 
unexpected things. (I use the word 
'things' very, very loosely mind you!) 

The levels are: Spire, Vertigo, Quarry, 
Circus, Hive, Belfry, Sewer, Pit, Inversion, 


about and hitting things until they don't 
move anymore. 

The combat system is a veritable 
dream to use, and is based around 
combination swings controlled by the 
direction keys. The basics are easy; just 
push the up arrow and the character 
will lunge forward, push left and they 
will swing left, right and they go right. 
Backwards is the defensive stance, where 


that merely threading your way through 
the nine towers would take you at Least 
fifteen or twenty minutes - and that's 
assuming it was completely empty. When 
you throw in the numerous ferocious 
beasties, cunning traps and many other 
dangers, you begin to get a picture of 
how much gameplay just a single Level 
has to offer. This is one title you won't 
get bored of overnight! 


they will stand with their sword raised in 
front of them ready to ward off any 
attacks. Movement is also possible while 
defending, but only to turn in a circle, 
ready to parry the delicate strokes of 
your opponent from a different direction. 

The beauty of the system shows 
when a direction key is pressed and 
held - the character will then make 
three swings, the first two of which 
are pretty standard moves, but then 


There are plenty of ways to die while 
in the treacherous confines of Deathtrap 
Dungeon - flames, rocks, swords, claws, 
traps, and fists, not to mention several 
particularly devious dragons who would 
like nothing better than to munch out 
on a starter of fried human. Hopefully, 
it won't come to that too often, as there 
are many ways to avoid such a dramatic 
ending, the main one of course involving 
a rather large sword and lots of running 


Of coarse no sword and 
sorcery adventure would 
complete without a hit of 
the old arcane lore, and 
Deathtrap Dungeon is no 
stranger to a drop of 
magical chicanery. Among 
the spells available are: ^ 

Firefly, up to six of these i 
useful light spells can be 
carried at once, producing 
little light streams that 
flow around the body of the f 
character; Firespetl, like all 
good magic users, the 
hero(ine) can cast balls of 
red hot fire at their enemie^^ 
Razorspelt, this wonderful 
spell causes a shower of 
shunken>like objects to 
hurtle towards any opponent 
doing them some serious 
damage. I cannot possibly | 
stop here without mentioning " ! 
my own personal favourite, 
the deadly War Pigs of 
Doom. These amazing 
creatures, once let loose, 
will run around making 
little jumps (not unlike 
sheep actually!) until they 
get close to something 
living - including you - 
and then promptly explode! 

I love 'em! 


Lucky feller, I guess there’s nnthing mure gripping than having twn ynung ladies tn deal with. They’re snme snrt nf snake/wnman crnss-nver - gnrgenus 
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and finaUy, Dragon. I could go on and 
tell you lots of details about each level, 
but a) It would take a book, and b) It 
would spoil the surprise, so I shall just 
breeze over the top instead. 

Several of the rooms are particularly 
weird - hands up anyone who's seen a 


blinkin' impossible. Too many games 
are much this way inclined - they are 
either far too simple and therefore no 
fun, or so cryptic as to be infuriating, 
not to mention fatal, and again to me 
this is no fun. Deathtrap Dungeon has 
a very carefully thought out trap system 
designed in such a way as to give the 
player the chance (admittedly a fairly 
thin one, but a chance nonetheless!) 
to walk away unscathed from most of 
the traps. This is mainly due to the 
fact that there are small clues around 


Like a good book, ooce yoo’ve picked 


'nodding donkey' pump? You know - 
those huge contraptions you see in old 
American oil movies, and in Cornwall 
I'm led to believe! Well, to give you an 
example of the size of some of the 
chambers in the game, there are several 
of these pumps in just one room, and 
there is still enough space left for a 
couple of pits (one is so deep that it 
actually takes six or seven seconds to 
hit the bottom!) plus a wicked looking 
vehicle, complete with spikes 'n' stuff, 
driven by a ratman, and some high, thin 


it, enabling the wary player to avoid it, 
or at least work out how to spring it 
without taking too much damage. 

The range of traps on offer is very 
impressive as well. Starting with the 
mildly cunning hidden ball and chain 
traps, which are suspended from the 
ceiling. Deathtrap Dungeon's hidden 
perils span the full range of nefarious 
trickerey, from razor sharp swinging 
pendulums to bolt traps. We mustn't 
forget the fireballs, which have a 
nasty habit of putting in a sudden 
appearance and screaming down the 
corridor after you, as you desperately 
try to find a turning to hide down. 
Devious or what? 


and very precarious looking walkways 
dotted around. 

As a serious role player myself, and 
a pretty devious Dungeon Master, I know 
the art of trap setting is a subtle and 
quite complicated affair; the trick is to 
find a balance between too easy and 
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A totally immersive sword 
and sorcery universe, full 
of atmosphere and things 
that want to eat you! This 
has got to be one of 
my favourite games 


























IfLSl 


n E V I c vv 



Wirli Cii 


on 


Electmoin Arts look to pick up some silverware as they set out 
the road to the World Cup with the release of their latest flfJI title. 
Bet will it live op to expectatioos? 


FIFA: Rnd tl 






ith the World Cup looming, the 
1 PC is awash with new footy 
games. Only last month we were 
reviewing Gremlin's excellent Actua 
Soccer and the latest version of 
Championship Manager. This month 
there's even more for football fans to get 
excited about, what with the release of 
Kick Off 98, PUMA World Soccer and, of 
course, FIFA Road to the World Cup. After 
the criticism levelled at the last two 
FIFA titles. Electronic Arts have pumped 
a lot of time, effort and money into this 
latest version, but does it deliver? 


The FIFA titles have always hoasted 
an impressive range nf nptinns - 
this nne’s nn different 


He shunts, he scnresi He and his mates wave their arms in various silly looking victory gestures! 


hosted by France later this year. All the 
teams from around the world that took 
part in the qualification process are 
represented in the game in their correct 
continental groupings. Players can choose 
to play as any of these represented 
nations from World Champions, Brazil, to 
no-hopers such as Luxembourg. Obviously, 
each of these teams has different 
performance ratings which can be used as 
a skill level. For example, trying to qualify 
as San Marino is going to be a lot harder 
than as Italy. Contrary to a lot of reports. 


should players qualify they can actually 
progress to the World Cup finals, but it 
doesn't have the real groups. 

Global competition 

There's much more to FIFA than just the 
World Cup though. Players can choose to 
play friendlies between any of the 
hundreds of teams in the game. They can 
also take part in one of a dozen different 
national leagues, including the 
Premiership, Bundesliga and Serie A. For 
those who need to hone their skills, there's 


France ‘98 

Part of the vast amount of money EA 
have spent on FIFA Road to the World Cup 
was used to snap up the official World 
Cup licence. To milk as much from this 
licence as possible, EA plan to release 
two games. FIFA Road to the World Cup is 
based on the qualification 
process for the prestigious 
tournament, whilst the 
second game will 
be based on 
final stages 
which are 
to be 

































Classy performer 


What’S even more impressive is 
that the game plays as good as it looks! 


of different actions, such as chips, 
overhead volleys, headers, speed bursts 
and sliding tackles. No other PC football 
game offers such a comprehensive range 
of moves as FIFA Road to the World Cup. 

There's only two bones of contention 
I have with the way the game plays. 


instantly playable but a little limited 
in the long term. FIFA, on the other 
hand, is a simulation that improves 
with every kick of the ball as players 
learn new moves and discover the finer, 
more subtle aspects to the way it's 
best played. Jon 


also a training option and penalty shoot¬ 
out game. With all this plus network, or 
modem multiplayer options, FIFA Road to 
the World Cup boasts enough options and 
different modes of play to keep players 
content until the real World Cup comes 
along in June. The only thing that's 
missing which I'd like to have seen in the 
game is a selection of scenarios. EA had 
the perfect opportunity to include some 
based on real World Cup matches, such as 
the game between England and Poland in 
1982 where England had to win by three 
goals to qualify for the knock-out stages. 
Scenarios like this would have added to 
the game's appeal as a single player game. 


but the same thing can't be 
said of this World Cup 
version. This is not just 
a rewrite of the '97 code, 
but a completely new game. All 
the failings of previous FIFA 
games, such as poor passing and 
too much computer involvement have 
been eradicated through a brand new 
match engine and control system. 

The highlight of this is a passing 
system which allows for one-twos, 
through balls, one-touch passes, all 
of which makes for fast flowing and 
entertaining football. As well as this, 
whether playing with keys, joystick, or 
joypad, players can pull off a wide range 




Firstly, players have to manually select 
which character they want to control, 
which is, in my mind, an unnecessary 
drag on the gameplay. The second 
problem is that there's a couple of soft 
goals which the computer controlled 
teams seem particularly adept at 
scoring. Most football games are 
dogged by soft goals, or weak 
goalkeeper AI and whilst it doesn't 
have too bad an affect on FIFA, it's a 
shame something couldn't have been 
done to improve matters. Still, let's 
not dwell on the negative points, 
because all-in-all FIFA in an 
outstanding title and one no 
football fan should miss out on. 


Actua, or FIFA? 

With all that said and done, the 
question most probably remaining 
on everybody's lips is which is 
better, Actua Soccer 2 or FIFA? The 
answer to that really depends on what 
players are looking for in their football. 
Actua is an arcade-style affair which is 


If EA have overlooked something in 
content, they certainly shine over it 
with some stunning presentation. From 
the superb intro, through to the 
intuitive menu system and excellent 
commentary by Des Lynham and Andy 
Gray, everything about the way the 
game looks and sounds oozes class. It's 
on the pitch itself though, that FIFA 
Road to the World Cup really starts to do 
the talking. With, or without a 3DFX 
graphics card, it's the most gorgeous 
football sim to grace the PC. The 
stadiums, which have been modelled on 
the real ones, create a lively 
atmosphere, whilst the motion-captured 
animation taken from Spurs' wonder 
winger David Ginola gives each of the 
players real poise and style. What's even 
more impressive is that the game plays 
as good as it looks! 

FIFA have been blasted in the past 
for looking the part, but not playing it. 






It is rare to see such a highly 
fuelled challenge in such early 
stage of the competition 



If the real World Cup 
turns out to be half as 
entertaining as this 
superb game, then we're 
all in for a real treat! 
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Virtua Cop 

Fight violent orine on the streets of Virtua City 
in this port-over from the Sega Saturn 



he PC publishing arm of the 
I giant Sega games corporation, 
imaginatively titled Sega PC, continue 
with their policy of porting over their 
more successful games to the PC from 
the rapidly fading Saturn console. The 
latest game to come our way is the 
arcade shoot-'em-up Virtua Cop 2. 

You have undoubtedly 
seen this game, or at 
least something very 
much like it, in an arcade 
machine somewhere, usually 
accompanied by a couple of 
spotty teenagers desperately 
trying to look like they could 
ndle a real gun. 

The idea is simple. You are a cop in 
a city infested with gun-toting thugs. 
You arrive at a crime scene and shoot 
all the bad guys before they can shoot 
you, while carefully avoiding causing 
any civilian casualties. You then chase 
the remaining baddies back to their 
hideout and take on their leader, the 
dreaded end-of-level boss. The enemies 
attack you at a fast and furious pace, 
and it is usually all you can do just to 
stay alive. 

There are numerous clever little 
details, such as shooting out the tyres 


Shooting the scorn of the earth is ondoobtedly ton, 



on the crooks' cars to make them crash, 
and blowing up oil drums in the middle 
of a group of baddies, taking them all 
out at once. 

This is a real badge 

The graphics are very impressive, with a 
solid three-dimensional feel to them. The 
game is enhanced to use several leading 
brands of 3D accelerator cards, including 
3Dfx Voodoo, Rendition Verite 2200, 
3Dlabs Permedia 2 and nVidia RIVA128. 

The animation of the characters is 
first rate, and they are interactive to the 
extent that they react quite differently 
depending on where you shoot them. Hit 
one in the leg and he falls over clutching 
the wounded limb. Shoot another one a 
couple of times in the head and he does 
a spectacular back flip as he dies. This 
is the sort of thing Nintendo 64 owners 



but without the light-gun, it’s just not the same 
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think is so impressive about Goldeneye, 
but Virtua Cop 2 beat them to it. 

The game is divided into three 
scenarios, each harder than the Last, 
and has two difficulty settings. 

Within each scenario, you have a 
very Limited amount of control 
over which direction you go in, 
although at a couple of points 
you can choose a path by 
shooting a road sign or subway 
map. You still end up at the 
same destination, you just 
travel by a different route. The 
layout of the scenarios is well 
conceived though, with a variety 
of different locations to keep 
things interesting. Some involve 
careful shooting at extreme range, 
while others have baddies popping 
up right in your face. 

I’m a real cop 

On the arcade machine and console 
versions, the intense action was made 


all the more exciting by using a light- 
gun controller, encouraging you to do 
your best Mel Gibson impression. 
However as far as I have been able to 
determine, there are no guns 


available for the PC at this time, 
and the game does not in fact 
have an option to use one if 
there were. You are limited to 
either the mouse, the keyboard 
or a game pad. This is a bit of a 
drawback as far as this game is 
concerned, because without a gun 
controller, Virtua Cop 2 is just a first- 
person shooter but with no freedom of 
movement, a sort of /?oom-on-rails. You 
can still shoot people by clicking the 
mouse on them, but this lacks a 
certain something; it's just too easy 
to present any sort of a challenge. I was 


able to complete all three levels on my 
first attempt, in about twenty minutes. 
Reloading your gun is simply a matter 
of clicking the right mouse button every 
so often. All too easy... 

Trying to use the keyboard or pad to 
control where you are aiming is more of 
a challenge, in fact it is so difficult it 
rapidly becomes an exercise in extreme 
frustration, and really not much fun at 


all. The keyboard guided aiming cursor 
simply does not move across the screen 
quickly enough to catch all the bad 
guys. This is a problem if you are using 
the two-player mode, since the player 
using the mouse will always have an 
overwhelming advantage. 

And this... 

The game does have an Internet/LAN 
multiplayer option, which allows you to 
team up with a friend to rid the streets 
of wrongdoers, and playing it this way at 
least both players can use a mouse. The 
game would still be too easy, but at least 
both players would be evenly matched. 

I can't help thinking that Sega have 
really missed an excellent marketing 
opportunity here. If they had packaged 
the game with a decent gun controller 
they would have had a unique product - 
and a sure fire seller. As it is, a potentially 
good game has been spoiled by Lack of 
support. As a first person shooter, it 
just can't hope to compete with any of 
the latest real-time 3D games such as 
Quake II or Hexen II, and as a target 
shooting style game, it is a bit useless 
without a gun. Cliff 


A train has been hi-jacked by a bunch nf armed thugs. Watch ynu dnn’t kill the innncent citizens! 


Encnuraging ynu tn dn ynur 
best Mel Gibsnn impressinn 


Blimey, they Innk ’ard dnn’t they. 
Still, they’re out to protect! 




Simple but intense 
arcade shooter ported 
over from the Saturn 
which would be great, 
if only it had a gun 
to go with it 
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This game is so shocking - that 
striker definitely toe punted that 
hall, no doobt about it 



A flawed footy game that 
is easily booted off 
the park by both Actua 
Soccer 2 and FIFA: Road 
To The World Cup 
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PUMA World 

Football ‘88 

Ubi Sift tike to tke field with the release of 
PUM Wmli fBBliall ‘98 but has it got titte-winniig potential? 



n n Actua Soccer 2 and FIFA: Road 
to the World Cup (reviewed in 
this same issue) the PC boasts 
two of the finest football sims on the 
market. Only ISS 64 for the Nintendo 
64 can claim to come anywhere close to 
matching either of them. That hasn't 
stopped a lot of companies like Ubi Soft 
from developing their own footy sims, in 
an attempt to cater for the demanding 
needs of football fans gripped by World 
Cup fever. 

Warld theme 

Although not based on the World Cup, 
World Football lives up to its name and 
boasts a global feel, thanks to over 350 
accurately represented teams from all 
four corners of the world. Each of these 
teams features all the real players and 
the real kits too, which is always a good 
foundation for a decent footy game. 

Carrying on the game's global theme 
are a number of different modes of play, 
incorporating different cup competitions, 
tournaments and leagues from around the 
world, including the Champions League, 
UEFA and Cup Winner's Cup. Players can 


also choose to play one-off friendly games 
with any team able to take on any other, 
or, if they prefer, they can just head 
straight for the training ground. Here they 
have an opportunity to get to grips with 
the skills required for playing the game. 
Unfortunately there's not that many! 

World Football may boast an impressive 
range of options and different modes of 
play, but in terms of gameplay it's all 
disappointingly shallow and not a patch 
on Actua, or FIFA in particular. All the 
computer opponents are too easy to beat, 
defending is awkward and clumsy, as is 
passing, and it's possible to score with 
headers from 30 yards out! Irritating 



Okay, so the option screeos look pretty snappy but 



features such as having to manually select 
which character to control, and a radar 
screen that disappears at regular intervals 
to display the score, really don't help 
the player to become enamoured of 
the game either. 

With some shoddy graphics to boot. 
World Football '98 is a game that belongs 
down in the nether regions of the Third 
Division and certainly has no place up 
amongst the Premiership elite of FIFA: 
RTTWC and Actua Soccer 2. PUMA World 
Football is just too limited to recommend 
and not even the excited commentary of 
Sky's Martyn Tyler can salvage anything 
for this title. Jon 




the in-game graphics are awful - what a shame 
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Sub CuHur 

Who knows what lurks beneath the surface of the world’s oceans? 
Find out for yourself in this engaging simulator from Ubi Soft 




EXPLdSiVEL 

m 


MUST BUYll 




for your sub, and explore wherever you 
please, as long as you don't mind fighting 
off pirates. 

One big difference between Sub Culture 
and Frontier is the gorgeous graphics. On a 
P200 machine with a 3Dfx accelerator, it 
really does look like you are underwater. 

For once, the haze in the distance that 
handicaps some 3D land-based games just 
adds to the realism. Then there are the 
fish... The ocean around you is teeming 
with life, from enormous but docile turtles, 
to the smaller, but much more dangerous. 


electric eels. The area of ocean in which 
the game takes place has many features to 
explore, including undersea caverns, 
hidden bases, and empty crisp packets - 
all rendered in superb detail. 

Sub Culture scores high marks for 
originality, playability, graphics, and 
addictiveness. I really like this game, and I 
wish I had enough space here to tell you 
more about it. There is a Sub Culture Web 
site - which the main option screen also 
includes a link to - for more information 
on the details of the game. Cliff 




Az ze Calypso waits above, ze divers descend to explore ze silent world of ze baked bean can 


here have been mini-sub 
simulators before, and some of 
them have been quite good. Microprose's 
Subwar 2050 in particular was very 
playable. However they all lacked a certain 
something, and at worst were just 
helicopter sims with the rotor blades taken 
off. Ubi Soft's new game Sub Culture is 
different though. Even the story line is a 
bit strange; you are a member of a race of 
tiny, one centimetre humanoids living 
secretly alongside mankind, inhabiting the 
shallow waters around our continents. They 
have tiny underwater bases, travel about in 
tiny submarines, and are engaged in a tiny, 
but highly destructive, war between two 
different and mutually opposed factions. 
The ocean in which they live is becoming 
steadily more polluted by us up above. In 
fact as you play the game, you will often 
see gigantic bottle tops and cigarette ends 
drifting down to the ocean floor! 

In the game you play Bubba Kosh, an 
independent prospector on the lookout for 
Thorium ore, which when refined not only 
nets you a handsome profit, but also fuels 
your people's entire civilisation. However, 
this is not the limit of the game. There are 
also missions to be undertaken for the 
military authorities of both sides. In a 
manner reminiscent of the excellent 
Frontier, you can choose which missions 
you undertake, and which side you want to 
work for, if any. You can always remain an 
independent prospector if you wish. The 
similarities to Frontier do not end there. 




The mysteries of the ocean are 
revealed at last in Sub Culture 



This is a highly original, 
superbly playable and 
very enjoyable game, 
with lovely graphics, 
and complete freedom 
of action for the player 
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FI) the USAF’s 21st Center) fighter in this state-nf-the-art 
flight simnlatnr tram flevalngic anh inskheeA Martin 


some pretty stiff competition. However 
it has so many good features that it 
stands out head and shoulders above 
all the others. 

The first thing that hits you is the 
quality of the graphics. When I first 
saw the game running on a machine 
at NovaLogic's UK offices I assumed 
that if must be using some sort of 3D 
accelerator card, and I was astonished 
to discover that it was actually 


DAVE 


ovaLogic are fast developing a 
reputation for producing some 
of the best military simulations around, 
with a product line-up which includes 
Comanche 3, Armored Fist 2 and F-22 
Lightning IL Their latest flight simulator 
is F-22 Raptor, a sequel to the latter of 
these three, and it is a very impressive 
piece of work indeed. 

NovaLogic have been working 
closely with the aircraft manufacturers 
Lockheed Martin, and the game will be 
released under both company's names. 
Their development team includes Dave 
Ferguson, a veteran test pilot and 
director of flight testing at Lockheed 
Martin's secret development facility, the 
Skunk Works. He was involved in the 
development of the Lockheed YF-22A 
advanced tactical fighter, the aircraft 
upon which the simulator is based, and 
was one of the first people to fly this 
futuristic new fighter. One of his roles 
in the creation of the game was to 
ensure that the flight dynamics were as 
accurate as possible, and he certainly 
seems to have done a superb job. 


Engines nn 

The Lockheed F-22 is currently the 
subject of at least four different 
simulators, including NovaLogic's own 
Lightning II, so Raptor is up against 


"There have been a lot of 
requests to Lockheed 
Martin about producing 
simulations of our 
products, particularly the 
Skunk Works products, the 
aircraft we have produced, 
and also the future aircraft 
such as the Joint Strike 
Fighter and the Venturestar. 
The Lockheed Corporation 
is probably within the next 
two or three years going to 


be 50% commercial. Up to 


now we have been pretty 
much military, and with 
shrinking defence budgets 
we realised we would have 
to go for some new lines of 
business, so our objective 
here is to make alliances 
with various people who 
want to produce our 
products, and we are 
interested that when they 
produce these products 
they should be very 
realistic. Our part of the 
agreement is that we will 
supply them with 
unclassified data about the 
particular product and 
make key people accessible 
to them, such pilots, 
engineers and designers." 
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running on a standard P200. 

NovaLogic have developed a new 3D 
polygon rendering engine which 
mimics in software many of the 
features of a 3D card, and the result 
is a smooth scrolling texture mapped 
landscape and a superbly detailed 
aircraft model with fully animated 
features such as flaps, undercarriage 
and bay doors. Even the shimmering 
distortion of the hot jet exhaust is 
included. There are several camera 
views from which to appreciate all 
this detail, including fly-past and 
external views. 

Rules the skies 

One feature which really sets the game 
apart is a unique network multiplayer 
option which allows up to 100 would- 
be Top Guns to share the skies in 
NovaLogic's new NovaWorld Internet 
combat arena. You will be able to 
choose either a straightforward 
deathmatch where you aim to blast all 
other contestants from the skies, or a 
more interesting squadron based option 
where you team up with other pilots to 




NovaLogic’s new polygon based rendering engine produces some of the most realistic terrain modelling ever seen in this type of game 


complete a selection of special 
missions flying against other teams. 
I tried this option out while at 
Novalogic's offices, flying against a 
group of programmers from their 
American HQ, and it was totally 


Mission possible 

The F-22 Raptor is a very accurate and 
realistic combat flight simulator, but it is 
also a game. Once you have mastered 
flying the aircraft, you can start on the 
campaigns. There are a total of 48 


NovaLogic have been working ciosely with 

the aircraft manufacturers Lockheed Martin 



addictive. I am happy to report that 
the British team were victorious! 
Several of the company's other combat 
simulators will also be catered for in 
the NovaWorld system, and it could 
soon become the premier site for 
multiplayer simulator combat. 





missions over five campaign scenarios, 
ranging over all the world's potential 
trouble spots, such as Angola and the 
breakaway Russian republics. The political 
backgrounds to these scenarios are based 
on declassified CIA reports, and are 
intriguing speculations on the future of 
world politics. The missions themselves put 
you into complex tactical situations where 
you will have to use all of the Raptor's 
amazing capabilities just to survive. 

The game has been designed to 
accommodate the more advanced 
player who demands a high level of 
gameplay from their simulator, and it 
certainly delivers. Cliff 






This is a top flight game 
from a company who lead 
the field in combat 
simulators. With the 
support of Lockheed Martin, 
authenticity is guaranteed 
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Final 1 lerat on 



done are the days of spendini a fartune en figures and false grass - 
welcome to Warhumer oe the PC 




If you are one of those 
players that likes to know 
everything about a game 
and its units, then look no 
further. Final Liberation has 
an in-built encyclopedia for 
all its forces, including unit 
and weapon details. 

The unit section covers 
the amount of movement 
and armour it has, the cost, 
how many troops it can 
transport (if any), and its 
close assault potential. The 
details for weapons included 
are: name, range, rate of 
fire (per turn), any penalty, 
and its percentage to hit 
any target. 

Among the weird and 
wonderful Ork units there 
are several which I feel I 
ought to mention; like the 
Giblet Grinder, Bowel Burner, 
Spleen Rippa, Gut Ripper, 
and, last but certainly not 


ALLIHEJACfS 


SSI have been in the business for a 
Long time now, and have built up a very 
strong following with the Warhammer 
games. With this in mind, they have 
taken the idea one stage further, to offer 
anyone with a PC the opportunity to 
experience an immersive world of turn- 
based strategy war gaming set in the 
strange violent world of Warhammer. 


The Ork troops have taken over the planet, 
and it’s your joh to wipe the buggers out 


Setting the scene 

Your mission, should you chose to accept 
it, is to rid this strange new world of 
the terrible plague of Ork troops that 
have taken over the planet, slaughtering 
and pillaging as they move ever onward, 
seeking only the death of all those not 
of their race. The first thing to do is 
deploy the troops. Unfortunately, in 
the starting scenario there are only a 
Limited number of units available, so 
efficient positioning and use of them is 
vital. When that is completed the real 
battle begins. 

Now before I go on too far, I will 
tell you a little about the movement 
system and how it works. Each unit is 
allocated a certain number of action 
points which they can use within each 


or many years now tabletop war 
1 gaming has enjoyed a pretty 
solid place in our society. People from 
kids right through to retired strategic 
commanders have taken pleasure in 
reliving all sorts of battles, from ancient 
historical skirmishes and modern day 
engagements, to more fantastic, bone¬ 
crunching melee with Lots of made up 
combatants, armed with an assortment 
of amazing and barbaric weaponry. 

Even today, the concept of war gaming 
is still thought of very highly, though 
the rules are certainly comprehensive. It 
costs an arm and a leg to set up figures 
with a reasonably realistic battleground 
properly - not to mention requiring a 
spare room that can be used for very 
little else whilst battle rages. 


least, the Bone Breaka. 


As you can see, there’s ne lack of excitement in Final llberatian. The enemies come thick and tast and it’s alt accnmpanied hy great graphics and sound 
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turn. This can be several different things 
depending on the unit's function. 

For instance, a battalion of troops 
could move across the battlefield, fire 
upon an enemy, get themselves on 
board a transport vehicle, or just dig 
themselves in and wait until the enemy 
has come within range. On the other 
hand, something like a tank only has 
the option of either moving or firing. 
Generally speaking the points are very 


likely to be found on a battleground - 
trees, rivers, roads, lumps, valleys, 
(small ones!) and even the odd crater 
or two. Oh yes, and lots and lots of 
Orks armed to the teeth with a large 
selection of imaginative killing and 
maiming devices. 

There are, of course, also numerous 
buildings dotted around which can be 
especially useful when the odds aren't 
quite on your side - but beware; as 


Just about all the units from the tabletop 
game are available in Final Liberation 


well calculated; a unit will normally only 
be able to make one action, with the 
exception of those with a very high 
amount of points. 

Landscape gardening 

The battle area is a good-looking affair 
with very little to let it down, it comes 
complete with all the things that are 


well as creating an advantage they can 
also be highly dangerous, for they are 
a favourite hiding place for all those 
not very friendly Orks. 

Of all the options available, I think 
the 'mark unit done' is probably the 
most useful one on offer. I'm sure 
you've been there; twenty or so units 
left, and you've just moved the last 





If by chance the scenarios in the game are not quite to your liking, then 
it is possible to create custom set-ups to your own exacting standards. 
Instead of letting the player start from scratch and make it up as they go 
along, the idea is to offer certain loose concepts, like a balanced fight, a 
challenging scenario where you have to try and overcome a well dug-in and 
defended position with a superior force, or a flanking manoeuvre test. 

Once you have chosen the style of encounter, each side has a certain 
amount of points to spend on picking appropriate units, (the cost of each 
unit is covered in the database). The only thing left to do is decide what 
kind of terrain is required. This is chosen from several alternatives; two 
arid villages, capital and prison camp, two city areas, two deserts, and two 
farm situations. Once these are chosen up to four people can take great 
pleasure in blowing each other to bits! 




one into a perfect position for taking 
out that last cannon, but you hit the 
next unit button by mistake and then 
have to spend the next ten minutes 
toggling through all the units to get 
back to that one again. None of that 
in this game mate. Each time a unit 
has finished its move, it can be marked 
done, and so taken out of the list. This 
can also result in a more organised 
game, therefore giving you a better 
chance for victory. 

Armed to the eyeballs 

For those of you who are already familiar 
with Warhammer, you'll be happy to 
know that just about all the units from 
the tabletop game are available in Final 
Liberation; from the simple Ork bikeboyz, 
to the horrendous power of the Titan 
class Leviathan - a heavily armoured 
multi-function vehicle armed with one 
Doomsday artillery cannon, one battle 
cannon, six lascannons, and twelve tank 
bolters. (You'll understand how impressive 
this is a little more clearly, if I tell you 
that the average tank usually has one or 
two bolters or a lascannon). 

Basically, Final Liberation is a damn 
good strategy game with a lot of action 
and some very atmospheric sound effects, 
combined with a fine representation 
of the Warhammer world. Graham 





A veritable treat for all you 
thinkers out there. A good 
combination of strategy 
and action, resulting in a 
compelling game that's 
hard to put down 
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Tke ummati! trip into the realms ef air warfare with one of the mest 
dangernns milltarif helicopters avallahle today 


key combinations. Mind you, if by chance 
you are a serious flight fanatic then this 
game will definitely make you feel warm 
and funny all over, because it really is a 
simulation. Believe it or not these guys 
got pilots in to test the game so they 
could create incredibly realistic handling of 
both the aircraft and the numerous 
onboard weapons systems. The graphics 
are certainly adequate; smooth and 
flowing with a good frame rate, but I 
found them a little on the bland side, with 
little or no definition to speak of. 


low altitude has got to be the 
secret for this devastating piece 
of military hardware 


HEADS UR IT’S 
PISRLAOtBIE-, 

The Longbow has one very 
unique feature, its lack of a 
head up display. Instead both 
the pilot and the co-pilot use 
a very sophisticated piece of 
electronic wizardry called the 
Integrated Helmet And 
Display Sighting System 
(IHADSS). This nifty bit of 
kit is attached to the helmet 
and uses a cathode-nay 
Optical Relay Tube to project 
the necessary information 
onto a monocle-like eye 
piece, which means that the 
crew can keep their 
concentration on rather more 
important things, like the 
enemy, instead of having to 
glance down at dials or 
instruments. All the relevant 
information is displayed, like 
a magnetic heading indicator, 
altitude above ground, true 
airspeed and a host of 
targeting indicators. It can 
also utilise an infrared visual 
system, the Pilot Night 
Vision System, so missions 
can be flown in just about 
any weather conditions. 




n 

fs funny to think that not so 
HUB long ago flight simulations were 
thought of as a chance to jump into the 
cockpit of a massively beweaponed 
aircraft, power around the sky and blow 
the living whotsits out of any enemy that 
happens to be in your way or just part of 
the mission. But sadly, (I think!), it seems 
to have morphed into a competition to see 
who can produce the most comprehensive 
and confusing control system around. 

Longbow 2 definitely wins that 
particular award with flying colours and 
gets a medal too, with a hundred plus 
page manual, all English, and a keyboard 
layout map the likes of which IVe yet to 
see. Just about all the keys will perform 
some action or another, and the majority 
of them have several different functions 
which can be toggled through using multi 


Helicopter lessons 

As a novice chopper pilot the concept of 
learning to play a very in-depth helicopter 
simulation like Longbow 2 was a somewhat 
daunting prospect as you can probably 
imagine. But it is made a whole lot easier 
with the addition of a kind of flight school. 
It's essential you visit here first if, like me, 
you know as much about flying rotor 
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bladed machines as you do about the 
geological structure of the planet Neptune. 

There are three basic flight training 
tutorials, one for each of the machines 
available, which are; the AH-64D Longbow 
Apache, the OH 58D Kiowa Warrior, and the 
UH 60L Black Hawk. Each is set at the 
'What's that then?... It's a compass!' level, 
and talks you through all the relevant 
information available from each of the 
machines cockpits, then tells you how to 
take off, move around, and finally how to 
shoot things. On the training screen there 
are several other options worth 
mentioning, like the free flight gunnery 
practice - which obviously speaks for itself 
- an advanced Longbow training session, 
and even a multimedia room where you can 
view one of a limited number of videos. 

Every detail counts 

The next step is to register as a pilot and 
start a campaign scenario so you can get 
some action. This takes you into the 
MMPC, or Mobile Mission Planning Cell, 
which is usually a truck or tent mounted 
system for tactical mission planning in the 


field. It contains all the pertinent pre¬ 
battle information you are likely to need 
to succeed. Most importantly it houses the 
Mission Planner, which is a grid-based map 
system pinpointing enemy and friendly 
units, and marked way points for you and 
any other attached units, if any. This 
amazingly useful gizmo can do lots more, 
including a task assignment window which 
gives info on who's flying what, when 
they're flying it and the armament on 
board, a briefing section where you can 
access the friendly and enemy situation, 
the mission details, the weather conditions 


This has to be the perfect place for sorting out that last annoying level of Doom 


The other option you'll find in the 
truck is the Jane's Encyclopedia. This 
amazing book holds a huge amount of info 
on all the hardware you are likely to find 


There are three basic flight training tutorials, 
one for each of the machines available 



and the command and signal set-up. 
There's even a rehearsal option where you 
can see in real time how the mission will 
look by watching the icons of your units 
move across the map through their way 
points and then head back to base - sped 
up somewhat of course! 


in the game, and a lot more besides. It's 
divided into three sections; Aircraft, 
containing such things as the McDonnell 
Douglas Apache, 209 Huey Cobra and the 
Bell 406; Armour, covering the Abrams 
MBT, and the T-72 Battletank; and lastly 
Air Defence, this goes from huge tracked 
multi rocket launchers to single man 
portable surface-to-air missiles. 

What it boils down to is that if you 
feel the need for an ultra realistic chopper 
sim, and happen to have a lot of time 
available to put into learning a vast 
amount of information whilst possessing 
the memory capacity of a computer to 
remember a veritable shed load of key 
commands, then you'll love it. Graham 
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A game that will go down 
really well with the 
aircraft fanatics because 
of its realism, but I think 
it's a little too much for 
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Longbow 2 probably has the best available in the way of basic flight training for all three of the aircraft - somewhere you will want to visit, I assure you! 


Ttny Computers Limited 
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A realistic and highly 
detailed road-racer, 
with great cars, heaps of 
playability and some 
really nice touches 
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Typical Devon roads at the height 
of the tourist-scaring season 
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Take a tasty selection ef fast cars, same narrsw ani twisting 
mads, and a tew police cars Just to add ts the excitement... 


est Drive 4 from Pitbull 
Syndicate is a deceptively simple 
road racing game which had its first 
outing on the PlayStation. It features a 
line up of some of the world's finest sports 
cars, both ancient and modern, including 
the Shelby Cobra, TVR Cerbera, Jaguar 
XJ220 and the Dodge Viper, and the 
vehicle dynamics are accurately simulated 
so the cars handle realistically. To get the 
best out of this game you really need to 
be running a 3Dfx accelerator card. If you 
are lucky enough to have one, you get the 
full advantage of high resolution 3D 
graphics and realistic car modelling. 

You race on public roads, so you have 
to be on the lookout for other road users, 
who don't seem to enjoy having people 
sideswipe them at ISOmph! I wonder 
why... The other cars are also accurately 
modelled, so if you are quick enough you 
can identify just what it is you are burning 
off. You should also beware of the police. 

If you overtake a police car at racing 
speeds, they will actually chase you and 
pull you over! This is a particularly nice 
touch, and just the sort of attention to 
detail that I like to see in a game. 

Not only are there are ten different 
cars, there are also twelve tracks in six 
different towns and cities, including that 
well known international racing venue 
Keswick, in the Lake District! Others 
include San Francisco, Bern in 



to take part in, from single races where 
you pick a car and just go for it, to the 
Masters Cup where you must achieve the 


You race on public roads, so you have to be 
on the lookout for other road users 


Switzerland, Kyoto in Japan, Washington 
DC and Munich. The courses are well 
designed with just the right balance of 
challenging corners and long, fast 
straights. There are also six types of race 


lowest cumulative time in ten different 
cars on ten different tracks. There is 
even a standing quarter-mile drag race 
with manual gearbox only. I'd pick the 
Cobra for this one every time! All the 


permutations and combinations of these 
competitions should ensure the game's 
long-term playability. 

The game set-up options suit many 
types of controller, including all the 
major game pads and the better steering 
wheel/pedal units. Unfortunately I did 
not have the chance to try these out, 
but if the rest of the game is anything to 
go by, they will be great fun. This is one 
of the best driving games I have seen on 
the PC, easily as good as Need For Speed 
II, and with better cars. Cliff 





Ever wondered wbat it would be like to drive around the lanes of the Lake District in a Shelby Cobra? No? Why not? What are you, some kind of wierdo? 
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Some of the strange secrets of 
the lost tomh of Qin Shi Huangdi 
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A must for Sinophile 
archaeology students 
and homesick terracotta 
soldiers, but a bit dull 
for anyone else 


VERDICT 

65 


OUT OF 100 


cmy 


Tiny Computers Limited 


Qin: 

TMk If ne Midlle Kingim 

The secrets of ancient China are revealed in this unusual 
new release from Attica Interactive 



software indeed. It is sold as a Myst- 
styLe puzzle solving game set in the 
ancient tomb of the first emperor of 
China, but really it is an interactive 
encyclopedia of Chinese history, with a 
puzzle game thrown in for free. 

The plot premise is that you are an 
archaeologist in the year 2010 working 
on the excavation of the tomb of Qin Shi 
Huangdi, when you stumble upon the 
remains of a hidden underground city. 

You have a couple of electronic gadgets 
with you; a map, an interpreter, and a 
database of Chinese history and culture. 
Now I am not for one moment disputing 
that China is a fascinating country with a 
long history and a rich cultural heritage. 



but this is a games magazine, and Qin is 
sold as a game, so is it any good? 

Well no, Tm afraid it isn't. What you 
have here is a slide show of historical 
artefacts with a few puzzles tacked on to 
give it the semblance of entertainment. 


The press release which accompanied 
the review copy spoke of the game being 
"a better Myst than Myst itself." I can only 
surmise that this comment was written by 
someone who has not in fact played Myst 
While Myst also suffered from being a bit 
static, the artwork was so amazing that 
this didn't matter. Qin, however, is not so 


fortunate. The graphics are sparse and 
frankly rather boring. The puzzles, of 
which there are far fewer than in Myst, are 
somewhat simplistic, and can sometimes 
be solved by acddent by just clicking on 
them a few times. The overall playability is 
not helped by the fact that all the clues 
are written in rather elliptical ancient 
Chinese verse, which you have to read 
with the 'interpreter' built into the 
interface. This is interesting the first 
couple of times, but soon becomes more 
than a bit tedious. Considering that the 
advertising makes much of the fact that 
the game is based on fact, I don't see how 
this can be justified. The alleged Tomb of 
Qin has never been fully excavated, and 


the location of the game is mostly based 
upon conjecture. The main effort in this 
production seems to have gone into the 
huge interactive 'archive', which contains 
more information than you could ever 
possibly need to play the game, and looks 
suspiciously like the work of the Chinese 
Ministry of Culture. Cliff 


What you have here is a slide show 
with a few pozzies tacked oo 
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Chaingun at the ready, your 
intrepid reporter sets of on a 
lonely mission, detrmined at all 
cost to cover the story... 


Quake II 


The best first-person shoot-’em-up in the world has just got a whole lot better, 
and we visited publishers Activision to try it out for ourselves. 



O ince the company was formed 
in 1991, id Software have 
developed some of the most exciting 
and revolutionary games ever to hit the 
PC. Starting with the now legendary 
Wolfenstein 3D, they pretty much 
invented the whole genre of first- 


Carmack, the programming genius 
behind Wolfenstein 3D, Doom, Heretic, 
Hexen and Quake recently gave his away 
as a prize in a Quake death match. Well, 

I don't think he's going to have to save 
up for long to buy another one. In fact 
he could even splash out a bit and get a 


Lara Croft may have big breasts, 
Quake irs got bigger guns... 


person 3D adventures. Many of their 
games have achieved cult status, and 
the biggest and baddest of them all is 
Quake. For the past year it has reigned 
supreme, but not for much longer, 
because Quake II is here at last. 

Rumour has it that everyone at id 
software drives a Ferrari, and that John 


decent car like a Maclaren FI. He'll 
certainly be able to afford it once Quake 
II hits the streets. 

This game is as much of an 
improvement over Quake as that game 
was over Doom II. It is still at heart the 
same game, with the same moves and at 
least some of the same weapons, but 




everything is improved. The graphics are 
awesome, the sound effects are 
terrifying, and the action could pose a 
serious risk to anyone with a weak 
heart. If it got much more realistic than 
this, you'd have to wash the blood off 
your hands after playing it. 

Your mission 

The main difference between Quake II 
and its illustrious predecessor is the 
structure of the missions. Gone are the 
somewhat predictable 'find the key, 
open the door, kill the monsters, find 
the next key' scenarios. The new game 
features structured non-linear missions, 
with clear objectives that are updated 
as you progress through the game. 

The scenario of the game is that 
Earth has been attacked by an evil and 



“Aaargh! AAARGHI Ohmygod! Oh no! What the hell is that! Aghl” This is a transcript of your intrepid reporter meeting a Tank Commander for the first time 
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aggressive alien race known as the 
Stroggos. You play a Marine, part of a 
force sent from Earth to attack the 
homeworld of the Stroggos, in an 
attempt to disable their war effort. 

Along with the rest of your squad, you 
are dropped into the enemy world's 
atmosphere in a one-man drop pod. 
However, before you reach the surface, 
most of the drop pods are shot down, 
and yours is severely damaged and 
knocked off course. You crash land near 
the enemy city, only to find that almost 
all of your weapons have been 
destroyed, and so, alone and armed only 
with a blaster pistol, you have to carry 
out a task that an entire army have 
failed to do. But you are a Marine, and 
come hell or high water you're going in. 


per level. You may have to return to 
some locations more than once to 
complete your mission, but you have 
your portable battle computer to tell 
you what you have to do next. As you 
complete each section, your computer 
is updated with the next objective. 
Along the way you will find the new 
weapons, power-ups, health and armour 
pick-ups which are familiar features of 
the genre. There are a huge variety of 
these items, including ten weapons, 
five types of ammo, five types of health 
boost, and five kinds of armour. There 
are silencers, backpacks, and 


eighteen different types of enemy 
troops, ranging from the relatively 
puny Light Guards to the awesome 
and almost invincible Tank 
Commanders. The enemies have been 
endowed with an advanced artificial 


The concussion of exploding bombs sounds 
like the wnrid coming to an end 


bandoleers, and some special items 
such as environment suits and 
underwater breathers, which you will 
need to complete some of the missions. 

Back door man 

During the game you will also be 
formally introduced to at least 


intelligence, which enables them to 
evade your attacks by ducking or 
putting up shields, and to attack you 
from strategic locations. As you move 
through the levels, you have to be 
constantly on your guard for enemies 
hiding in ambush on overhead 
walkways and around corners. The 


The huge variety of scarily lit, 
highly realistic locations could 
take months to recover from 


Eightfold path 

The missions are divided into eight 
separate units, each with a number of 
levels, and there are several objectives 





The enemies are bigger, tougher smarter and nastier than anything you have ever seen before. From flying things with rail guns to unstoppable cyborgs with BFBs, you must defeat them all 
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Basic pistoL A bit feeble, but never runs out of ammo. Good for exploding 
barrels, shootable buttons and lighting up dark corridors 


r Semi-automatic single-barrelled shotgun, uses shells. Low 
rate of fire, but good spread and damage 



As above, but twice as much. Also uses up your ammo twice 
as fast. Good fun in a busy corridor 


Uses bullets. No, realty. Good rate of fire, but its light 
weight makes it kick upwards on a long burst 


Cham Gun 


::z: My personal favourite for shredding your opponents at a 

distance. Your ammo goes down tike a double vodka though 


Good one for dropping behind people from overhead 
walkways. Extremely amusing, as they don't hear it coming 




Much the same uses as the hand grenade, but with more 
range. Fire a few into a crowded room for a laugh 




Blow your enemies to tiny little bits at extreme range, blow 
yourself to bits at close range. Handle with care 


^ I 


Energy celt powered chain gun, faster and more powerful than 
the bullet firing one. Still uses up toads of ammo though 


Very powerful, very accurate, and does loads of damage. Even 
looks cooL Lousy rate of fire though 


If you hear this thing going off in a deathmatch, run for 
your life. In the wrong hands it could destroy the world 




You know how it goes. First the 
raised voices, he shoves you, you 
shove him, and before you know 
it, it’s interstellar warfare... 


enemies can also raise the alarm and 
call in reinforcements, so Ninja 
tactics are the order of the day. While 
you can run around blasting everything 
in sight, once you get past the first 
couple of levels this approach will get 
you killed pretty quickly once you get 
onto the harder missions. You have to 
think like what you are: a lone Marine 
in the midst of the enemy's 
stronghold. Be careful, or you won't 
last very long. 

Pick a card 

Quake II uses an entirely new 3D 
engine called the Quake Unified Engine, 
which id might license to some other 
software companies once they have had 
a chance to prove how good it is. It 
includes support for the major 3D 
accelerator cards, including 3Dfx 
Voodoo and Voodoo Rush, Videologic's 
PowerVR PCX2 boards, and the 
Rendition Verite V1000/V2x00. 

Naturally it can also be run native 





under Windows 95. The graphics 
produced by this new engine are 
phenomenal. The original Quake had 
dynamic lighting, but nothing like as 
good as the new one. The quality of the 
texture mapping and light sourcing is 
brilliantly atmospheric, and the graphics 
have a marvellous feeling of solidity 
which adds to the feeling of being in a 
real place. The enemies are also well 
animated, with a higher number of 
polygons than those in Quake L When 



they charge towards you, the sense of 
menace is almost palpable. 

SoHiis awesone 

Another vast improvement in Quake II 
are the sound effects. When I visited 
Activision's UK offices to try out the 
game, they were running it on a 
machine with a really superb sound 
system including a sub-bass unit. This 
adds a whole new dimension to the 
game. While you are doing your highly 



You know, sometimes you do have to he cruel to be kind, but other times it’s just more tun that way 
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destructive thing inside the enemy's 
base, the rest of the Earth's attack 
fleet are bombing the crap out of it 
from outside. If you find a window and 
look out, you may see an aircraft hurtle 
past on a bombing run, and the howl 
of high-powered jets followed by the 
concussion of exploding bombs sounds 
like the world coming to an end. The 
effect this has on the already intense 


good time to get some. They do make a 
huge difference to games like this. 

Run around 

No review of Quake II would be 
complete without mentioning the 
multiplayer facet of the game. In the 
past, I have often complained that 
some games seem to be designed for 
multiplayer network combat, and offer 


But you are a Marine, and come hell 
or high water you’re going in 


atmosphere of the game has to be 
experienced to be believed. Quake II 
also features a pounding heavy metal 
soundtrack, which might have been 
Metallica, or might not have been. We 
just don't know. (You can always turn 
it off if you have no taste in music.) If 
you haven't already got a decent set of 
speakers for your PC, now would be a 


little for the single player. I hope I have 
conveyed the idea that Quake II is a 
superb single player game, and I can 
assure you that it is just as rewarding, 
if not more so, when played in 
deathmatch mode. The game is designed 
so that you only need one copy of the 
game to play over a local area network. 
You can play arena matches on a 





number of maps 
from the single 
player game, with up 
to thirty-two people 
joining in a Deathmatch. 

I tried taking on a couple of 
the resident warriors at Activision's 
offices, and I am happy to say that I 
didn't come last... quite. Cliff 



..in fact, I’m starting tn think that the travel agent might have been lying when he tnld me this was a gnnd place tn cnme fur a nice, relaxing hnliday 


id Software have done it 
again. Quake II is bigger, 
faster, louder, smarter, 
nastier, and just plain 
better than anything else 
in the genre 
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Barely six months ago, Kick Off 97 lorched onto oor screens with ahoot as much 
impact as Karel Pohorsky for Manchester Utd. We saw the error of our ways and 
duly returned to Sensi. But are we prepared to forgive, forget and shell out 
another 630 as Kick Off 98 comes kicking and screaming onto our PCs? 


FANTASY 





verything seems fine at first; 
tournaments ranging from 
leagues to Word Cup Finals, four player 
simultaneous play, network play, 120 
international teams and 2880 
international players. There's a 
comprehensive training mode and the 
ability to tweak the audio/visual 
elements to suit your desires. So far, so 
good. But the true test is in seeking 
World Cup glory, so the quest begins... 

The alarm bells start ringing as soon 
as the overhead view takes you 
sweeping down into the stadium. No, 
it's not the graphics, even without a 
3DFX option the stadiums themselves 
and the backgrounds look spectacular. 
No, the problem begins with the 
painfully long and tedious introduction 
from the commentator. As he proceeds 
to bore you with World Cup trivia, you 
find yourself trying to place the voice, 
but alas, it's no-one famous at all, just 
some guy doing a very, very bad 
impersonation of John Motson. Shudder. 

Eventually after some unnecessarily 
extravagant pre-match presentation 






the game begins. The players move 
very well; running, walking, headers, 
volleys and even quick turns are 
animated convincingly. But just 
because these handsome fellas move 
well, don't assume they've the brains 


While playing Bulgaria in the first 
match (not top seeds admittedly, but 
you'd expect them to hold their own) 
and without any control over my own 
team after selecting the wrong joy pad 
option, I watched, appalled as the 


Computer teams are utterly lacking in artificial 
intelligence - we’re talking seriously stupid 


to go with it. Computer teams are 
utterly lacking in artificial intelligence 
- we're talking seriously stupid. How 
these players reached the prestigious 
heights of national selection is a 
mystery. Let me explain... 



Bulgarians pitifully attempted to break 
through my static defence. After a 
bewildering series of back passes and 
square balls across the box they did 
manage to score towards the end of the 
first half. 



Playing against the computer is a painstaking ordeal as the computer teams seem to have been educated at the Kevin Keegan school of defending! 
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Ironically, poor confused Bulgaria 
faired better when I was controlling my 
players. As I attempted in vain to get 
the ball off them, they haltingly 
exploited the gaping holes in my 
defence. The final score of 4-0 was not 
the action-packed game you'd expect - 
in truth Bulgaria only had four shots! I 
would have to keep the deficit down in 


I physically cannot see any 
resemblance in tactics between this 
and real football. Even as I write, a 
German forward is baffling my players 
by standing over the ball at the edge 
of the box and shuffling mysteriously 
from foot to foot. 

Still, the crowd seem to get highly 
vocal watching what can only be 


I physically cannot see any resemblance in 
tactics between this and real football 


the next match - maybe I could set the 
joystick up wrong again? 

After a while you do get the hang of 
things and it's time to start putting 
together a few moves. However, sheer 
frustration takes over. The control method 
doesn't allow for sleek sweeping moves. 
It's a fumble here, a fluke back heel there 
and there's just no feeling of football. 


described as alternative soccer, and belt 
out a selection of chants throughout. 
Although strangely enough, even with 
this constant noise, there does seem to 
be a serious lack of atmosphere. Even 
the various expressions on the player's 
faces as they score, or get sent off, or 
booked doesn't do anything to enhance 
this. That's a real shame too, because it 



Grapbically Electronic Art’s FIFA Road to the World Cup is leagues above Kick Oft 98 


has to be said that they look brilliant. 
There's even a player editor that allows 
you to change everything from facial 
hair to the name on the back of the 
player's shirt. 

To be fair Anco have put a lot of 
effort into the little touches and 
normally I would say that in a lot of 
cases it's the little touches that make a 
game. However in this case it's not true 
and that's simply because the main 
engine of the game is seriously flawed 
and no amount of'icing' can hide that. 

Anco's introductory words in the 
manual makes for interesting reading: 

"We have over eleven years of experience 
in developing soccer games and secondly, 
we have knowledge of what the end user 
is looking for in a highly addictive and 
entertaining soccer simulation." 

That's good then, so where is it? I 
mean, what are they actually saying? 
They know how to make a good 
football game, but just can't be 
bothered? Come on Anco, you've got to 
do better than that. There's a lot of 
good competition out there and Kick 
0^95 just isn't up to scratch. Keith 



Some clever touches, 
but ultimately unplayable 
and lacking the 'feel' of 
FIFA, Sensible Soccer 
or Actua Soccer 2 


VERDICT 





Soccer’s meant to be a ‘funny old game,’ but you won’t be laugbing too much wbeo you play Kick Off 98. It’s sadly lacking in terms of gameplay 
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RE view 





Mmmm... lots of lovely and VERY 
interesting statistics 



A competent sports 
simulator to add to 
your games shelf. 

It plays well, and all fans 
of American Football 
will want to own it 
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If aiiybMl]| out there in mafnr laid understands American Fnitball, 

this is the iame tor you! 



e have been rather inundated 
I with sports simulators this 
month, ranging from the dreadful NBA 
Hangtime to the excellent FIFA 98. Madden 
98 is another title from the EA Sports 
label, the branch of game giants Electronic 
Arts which specialises in sport sims. This 
one is an American Football game and 


takes its name from veteran coach John 
Madden, not from the effect the game has 
on the player. As a simulator of this bizarre 
and incomprehensible sport, it is 
apparently very good, drawing approving 
comments from those few people around 
the UPC office who know about this sort of 
thing. It is certainly a very complete 


the thirty NFL teams represented with 
their full rosters up to the end of 1997. 
Updates for these rosters are available 
from the EA Sports website. 

Touch down 

To be fair, this game is only going to 
appeal to people who already understand 






You can rely on it to deliver 

all the action and excitement you want 


production, including as it does a second 
disk containing a useful guide to the 
tactics of American Football, 'Madden 101' 
narrated by John Madden himself. 

There is the usual exhaustive array 
of set-up options we have come to 
expect from EA Sports games, with all 



the rules and tactics of American 
Football, so I won't let my own ignorance 
of the subject cloud my judgment. This is 
a high quality game from an extremely 
reputable company, and you can rely on 
it to deliver all the action and excitement 
you want. There is a huge range of plays 
available, and you can create and edit 
your own playbook, adding to it as you 
play your way through the season. There 
is a full season league table, and you can 
select which games from the season you 
wish to play, and which ones the 
computer will simulate for you. There is 
even a remote link option for playing 
over the Internet or local area network. 

The only fault I could find is that 
the quality of the animated graphics 
leave a lot to be desired. The somewhat 
ill-defined players look like last year's 
product when compared to the 
beautifully lit polygon figures in FIFA 98 
and some of the other recent soccer 
simulators. The obtrusive pixels can 
make it a bit tricky to figure out exactly 
what is going on, especially if you are 
not familiar with the game. This seems 
to be a common fault with American 
sports sims. Perhaps transatlantic sports 
fans are just a bit less demanding than 
their European counterparts. Cliff 




A Whistle blows, and then lots of men in a field try to run into each other. Any of them who miss have to run to the other end of the field and do a dance 
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idretti Racing 


If iroi really faney a drlwni clallenge, and I mean challenge, then pick 
up a cnpy nf this game - It’s addictive, playable, and very, very hard. 


his is one for aU the Mario 
I Andretti fans out there, as a four 
times Indy car champion, the 1978 FI 
world champion, and the Indy 500 winner 
in 1969, the man's obviously been there, 
done it and bought the T-shirt. As a result 
of Mario working very closely with the 
Electronic Arts team, they have produced a 
very challenging racing simulation with 
amazing realism and a host of features 
which really add to the look and feel of 
the game. Andretti Racing offers a massive 
sixteen different tracks for your driving 
pleasure, four of which are officially 
licensed world class tracks, the rest are 
custom designed with the help of Mario to 
offer the player the most challenging and 
exciting courses. 




There are only two types of car to choose 
from so there’s no hard decisions to make 

DRIVING SCHDDl 


Believe it or not there is a section very 
aptly named Racing School, in which 
you can see video footage of 
previously unreleased interviews with 
not only Mario Andretti, but both of 
his sons, Michael and Jeff. Under the 
Driving School heading there are 
several topics to choose from; 
Competing with Dad, where Michael 
relives the trials and tribulations of 
racing with his father; Setting up the 
Race Car, Keys to Passing, The Art of 
Drafting, and Driving Through a Turns 
Apex. All these things if taken into 
consideration can be of great use, as 
well as being most entertaining. 




For those that are looking for a quick 
and exhilarating spin round the track 
without the technical jiggery pokery, then 
there's an option for just that; an 
Exhibition Race. This offers the choice of 
a indy or a stock car plus a huge selection 
of the courses, then ya race - simple as 
that! But for those who want a totally 
immersive racing experience, then the 
career option is for you; having to make 
decisions, being aware of fuel, damage 
and so forth. As in real life competitions 
any high performance car must be set up 
for each track; adjusting tyres, altering 
the front and rear wings (if it's an Indy to 
give the car a specific down force), even 
changing gear ratios to offer more 
acceleration or pulling out the plugs to 
really give it some top speed for those 
long ovals can be achieved by minor 
tinkering with the in-game settings. 

Extreme versatility 

Mario Andretti is know for his ability to 
race within several disciplines, so in 
keeping with this Andretti Racing offers 
two styles of competition. Indy Car and 
Stock Car, both with unique and specific 
set up configurations and very different 
handling techniques. The stock car, as 
you can imagine, handles like a pig - 
great on the straights but put it into a 
corner, press a direction button and very 
little actually happens... and when it 
does it's far too late, 'cause the car has 
already buried itself in the nearest wall. 




The Indy car however is much nicer to 
drive, with superior acceleration and a 
much tighter turning circle, this is the 
one to learn the tracks on first. 

Graphics galore 

Unlike most games, Andretti Racing offers 
not only support for one type of accelerator, 
but just about all. I ran it on a Power VR 
and a 3Dfx without a hitch and it was pure 
eye candy - lovely crisp detail, very fast 
frame rate, a good feeling of speed, plus 
lots of lens flare. It's funny, lens makers 
have spent years trying to eliminate this 
phenomenon, so what do programmers do? 
Put lots of it in! And when was the last 
time anyone experienced lens flare while 
looking out of a windscreen eh? 

My only really big gripe was that it 
was too hard. I consider myself a 
reasonable racer, and as it is my favourite 
genre I thought I could manage a pretty 
good standing, but all I could muster was 
a measly twelfth out of sixteen! Graham 



An exquisite looking racer 
with lots of options, and 
some nice video footage, 
but it would have been a 
whole lot more enjoyable 
if it wasn't so damn hard! 
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Do battle with gigantic space cruisers that 
look just as cool as the ones in Star Wars 


l-\Nar, published by Ocean Software, 
could be just such a game. It is a 
starship simulator, superficially similar 
to the current crop of high-tech flight 


box that the design of this game has 
been a labour of love. A lot of work has 
gone into the little details which make 
the difference between an average game 


A lot Of work has gone into the little details 
which make the difference between an 

average game and a great one 


sims, but with a shuttleload of unique 
features that really set it apart. It is 
obvious from the moment you open the 


and a great one. The spaceships look 
like real spaceships, and more 
importantly, they move like real 
spaceships. The speculative future 
technology presented in the game is not 
utterly preposterous, unlike some sci-fi 


These stunning images help to set 
the mood of this great sci-fi epic 


here is definitely a gap in the 
PC games market for a really 
good space flight and combat simulator. 
With the awesome abilities of today's 
processors and 3D accelerator boards, 
it's really about time someone created a 
modern version of Elite or Frontier. I 
really liked Frontier, which I still have 
on my Amiga at home. Its graphics are 
looking a bit crude by today's standards, 
but it has all the right elements to be a 
truly great space game, and still awaits 
a worthy successor. 
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games, and has a certain internal 
consistency which adds to the game's 
feeling of gritty reality. 

Virtually there 

The core of the game is the ship you 
fly in, a Dreadnaught class corvette of 
the Earth's Commonwealth Navy. The 
corvette is a big ship, 153m long and 
weighing in at a healthy 184,520 
tonnes. It has a crew of forty-five and 
four officers. You begin the game as a 
rookie in training to command one of 



these ships. In the game you can 
assume the role of any of the four 
bridge officers, commander, navigator, 
weapons officer or engineer. Each has 
a different console on the 'virtual 
bridge,' and controls different, but 
overlapping aspects of ship control. 
The level of detail in the simulation of 
the ship's various systems is 
exceptionally impressive. 

The game makes full use of the 
graphics capabilities of the PC 
platform, and the ships, space stations 


and planets all look spot on. The 
command, navigation and weapons 
control bridge consoles each have a 
viewscreen with a head-up display, and 
you have a wide choice of what 
information will be shown on these 
screens. There are a number of 
different targeting systems to select 
enemy craft, various navigation aids 
such a simulated contrails and colour- 
coded friend-or-foe identification. The 
models of the ships are beautifully 
rendered, with smooth curves and 
highly detailed texture maps. The 
graffiti-adorned Indie ships, who are 
your enemies, are particularly 
excellent. It's almost a shame to have 
to destroy them! The most impressive 
graphics are to be found in the long 
introductory movie which takes up the 
whole of the first disk of this three- 
disk game. The animation in this film 
is among the best I have ever seen. 

Purple haze 

The simulation of what ships in space 
would actually look like is subject to a 
bit of artistic licence of course. In 
reality, it would be almost impossible 
to spot an unlit ship against the 
background of space, so the designers 
have opted for the same solution as 
the creators of Babylon 5, and 


destroy everything' missions in the PSX 
title. The Dreadnaught is a large and 
capable ship, and can do a lot more 
than just shoot things. 

More guns please! 

This brings me rather neatly on to my 
only real criticism of the game. As a front¬ 
line capital ship, the Dreadnaught seems 
to be severely under-armed. It has only a 
small number of fairly puny missiles, and 
a slow-firing short range particle cannon, 
which can only fire forwards. In one of 
the training missions you are expected to 
destroy or evade a swarm of tiny homing 
missiles, but the ship is simply not 
suitably manoeuvrable, and the weapons 
not versatile enough to do this. In the 
instruction manual for the game it states 
that, "The Dreadnaught is a heavy 
warship. She will not turn like a fighter!" 
But some of the missions ask you to do 
just that. When you think of the larger 


The models of the ships are heautifully 
rendered with smooth corves and 

highly detailed textore maps. 


liberally adorned the firmament with a 
background of colourful nebulae. 
However, if you want realism, you 
have the option to turn these off. It 
is the provision of options like these 
which makes the game stand out as a 
quality product. 

The structure of the game is a 
mission-based campaign, where your 
performance will affect the outcome of 
the overall war. In this respect it may 
be compared to the recent PlayStation 
release. Colony Wars. However the 
missions you are assigned in I-War are a 
lot more varied than the 'fly in and 


ships in film and TV science-fiction, 
everything from the Millennium Falcon to 
the Starship Enterprise has weapons 
systems that can hit targets coming in 
from any direction. Since there is a 
weapons control console, it would have 
been nice to see some independently 
aimable turreted weapons. Still, if it were 
too easy, it wouldn't be as much fun. 

On the whole, this is a well designed, 
well produced game with a host of 
excellent features and a refreshing 
attention to detail that does great credit to 
developers Particle Systems. I for one will 
be playing it for months to come. Cliff 




Most of these pictores are real 
lo-game screenshots. Good eh? 



A brilliant and highly 
detailed starship 
simulator, very involving 
and the best of its kind 
on the PC 
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Strange things are afoot in the 
world of dreams, hut the man 
with the ponytail is here to help 


Explore the mysterious world of dreams and nightmares in this strange 
adventure game from Cryo Interactive. 
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and they are up to no good. It is your 
mission to stop them. 


Although Dreams has many good points, 
it also has a number of serious flaws 


n reams to Reality is an ambitious 
attempt to produce an 
adventure game set in the realm of the 
subconscious mind. French software 
company Cryo Interactive Entertainment 
have daringly tried to copy Core Design's 
legendary Tomb Raider m both the 
appearance and style of the game, and in 


their publicity material openly invite 
comparisons between the two games. This 
may prove to be a dangerous mistake. 

Although Dreams has many good points, 
it also has a number of serious flaws, and 
while it may be a contender. Core need not 
lose any sleep, especially with the release 
of the brilliant Tomb Raider II. 


A dream to some 

Graphically, there is not much to choose 
between this and the original Tomb Raider. 
Dreams has more variety in the shape of 
objects and landscapes than TR I, which 
was inclined to be a bit on the blocky 
side. The design of the world you find 
yourself in is quite imaginative, with 
islands floating on air, and structures 
which are bigger inside than their exterior 
dimensions would seem to allow. The 
creatures that you meet along the way are 
quite strange, but their voices can 
seriously get on your nerves after a while. 

The combat system allows for close 
up brawling with kicks and punches, and 
the magic system provides you with a 
number of ranged attacks, among other 
things, as long as you have the 'manna' 
to use them. Both systems work quite 
well once you get the hang of them. 

The animation of the characters is 
certainly dreamlike, especially the way in 
which Duncan, the main character, flies. 
However, this soft, impactless quality does 


You play the character of Duncan, a 
man in shorts and a ponytail (hmm...), 
who has found a way into the dream world 
through a magic pool. Unfortunately so 
have a bunch of unscrupulous scientists. 


make controlling movement a bit hit and 
miss. You never really get the impression 
that he is in contact with the ground. The 
wafting, slow-motion jumps are also 
somewhat difficult to control, and the 
annoying ease with which Duncan can 
calmly walk over a precipice to his death 
means that you spend a lot of time 
reloading the game. 

Unfortunately, you cannot 
save the game just before 
a tricky bit either. If you 
die you must start again 
from the beginning of 
the level. Cliff 


If your dreams look anything like this then yon are one very sick poppy. Seek medical advice 
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KEYS AND JOYSTICK 


This is an interesting 
and graphically striking 
game, but simply not as 
playable as Tomb Raider /, 
and not a patch on 
Tomb Raider 11 
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Human Onslaught 


Tke only lame you’re ever likely to see witk a pair of magical twios 
ani a pick-up truck cunslderei to ke ae artefact. 



CHARACTERS 

BAinRf 


Throughout the game you 
may come across various 
strangers wandering the 
landscape. Some of them 
are heroes, like Juien Glen, 
a well-loved folk hero of 
the Eaggra who Is known 
for floating above towns, 
much to the amazement of 
the onlookers. Others, like 
the Young Twins (as they 
prefer to be known), are 
content to wander the land 
In search of love, beauty, 
and hope. (Or whatever!) 
Then there are the weird 
things, like the Infamous 
artefact In the shape of a 
pick-up truck - no-one 
really knows much about It, 
only that It is sometimes 
glimpsed from far away, 
and so far no-one has 
managed to catch It to 
Investigate. Of all these 
creatures there Is one that 
Is not quite so Illusive, one 
Boa the Trader - a rogue 
Tha Boon offering to sell 
anybody anything, as long 
as the price Is right 



n hope you have a few months 
to spare for this one, because 
you are gonna need it - and that's for 
sure! Human Onslaught offers not only a 
huge playing area, but masses of 
versatility in how you play. It is set in 
the land of Yavaun, a place of distinct 
'alieness' with weird and wonderful plants 
and even stranger native wildlife like the 
dreaded Slinck Weed; a disgusting slimy 
creature with the natural defence of 
looking like a small tree which, as a 
result, is very good at ambushing 
anything resembling food. Also present is 
the annoying Ionic Braki; whose sole aim 


in life is to disable any vehicle it comes 
across, weird huh? 

As real-time strategy games go I 
think it's probably one of the best 
around, not necessarily because it plays 
any better, but mainly because of its 
concept. Like the fact you are offered not 
two, but four very different sides to take 
control of, and it has a far more realistic 
method of handling resources. As I have 
said, there are four campaigns to choose 
from: Marine, S.U.N., Overlord and 



Descendants, all of which have features 
unique to their race. The Marine 
campaigns are much as you can imagine; 
a bunch of over-enthusiastic soldier boys 
trying to take over the planet! The SUN 


scenario surrounds the adventures of the 
Eaggra, a native species just trying to 
get on with their lives and to rid the 
land of those unworthy. The other native 
species on the surface are the Tha Roon, 
an alien warlike race with a serious need 
to wipe out all other life, hence their 
campaign name of Overlord. 

Resource or bust 

The main difference between this and 
other games of the genre is the way it 


As real-time strategy games go I think it’s 
probably one of the best around 



Ultra realistic handling means that you can explore the highly original landscapes and meet loads of interesting characters... and kill them! 
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handles the planets' resources. There are 
three distinct types; general resources, 
Butanium and supplies. General resources 
are used for building, hiring, repairing, 
training, researching or upgrading. To 
collect this type, a specific unit must be 
sent out to chop down trees, embark on a 
little mining and so on. In Human 
Onslaught there is no miracle stuff in the 
ground that can be instantly changed 
into timber, concrete blocks and the like 
- if you need raw materials, you have to 
go and find them! The second most 
important resource is Butanium, which 
can be found gently seeping from the 
ground at points dotted around the 
landscape. This wonderful stuff is the fuel 
for all your machinery, be it tanks or 
workbots, and it is essential to keep a 
good supply of it handy. To get hold of it, 
a Workbot or a Butanium rig must be sent 
to the source and set up to extract and 
process the raw material into useable fuel 
for all your power needs. Finally we come 
to Supplies, an advanced option accessed 
from the Game Options menu. Normally 
each food source - i.e. a mess hall or 
garden - is able to support a certain 
number of units, irrespective of their 



type. However, with this option turned on 
each source produces a specific amount 
of supplies, and each unit requires 
differing amounts depending on their 
abilities. In other words, it is vital to 
have continuous and readily available 
supplies at all times. 

Making the difference 

The real beauty of Human Onslaught is the 
upgrade potential of just about all the 
units - normally a scenario starts with at 
least a couple of Enlistees to set you off, 
and depending on the buildings at your 
disposal, they can become Sappers with a 
Headquarters, or if they have potential 
they could become Grenadiers. If you 


upgrade the HQ to a Base then you have 
the potential for Techies, which can build 
just about anything from electric 
perimeter fences to defoliant bombs and 
firing ranges. Among the available 
buildings for the Marine side are mess 
halls, barracks, dog training centres, guard 
towers and MASH facilities. I have mostly 
covered the Marine campaign, this is 
really to simplify matters, for all the races 
have unique units and equipment but the 
basic usage and understanding is similar. 

In order to win the game, a series 
of scenarios must be completed, these 
range from simply escorting a vehicle 
from point A to point B, to some 
serious espionage, where you have to 
send in frogmen (because of their 
stealth capabilities) armed to the 
teeth with mines to take out an 
opponents' headquarters, to scenarios 
consisting of fighting for your very 
lives in tight, close combat with a 
bunch of tooled up enemies. 

Human Onslaught is a riot of a 
game, bags of playability, combined 
with a good mixture of strategy and 
decision making. Graham 



ATTRIBUTES 
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Each unit, regardless of its 
type, has a number of 
specific attributes 
associated with it; life 
points, the amount of 
damage it can absorb until 
it no longer functions, the 
speed it can move, its rate 
of fire, the type of attack it 
uses, the amount of 
damage it can do, what its 
potential targets are, how 
far it can see and how 
much it can carry. Units 
also have a unique 
selection of skills to put to 
use, like construction, 
destruction, persuasion, 
and stealth to name but a 
few. They are an inherent 
part of any unit, and so 
cannot be transferred or 
used by any other, although 
it is possible to learn new 
skills after constructing an 
appropriate building 



An immersive and 
very atmospheric 
adventure with plenty 
to keep the average 
player very busy indeed 
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Ve been looking forward to this 
game coming in for the past 
two months, ever since I did the preview 
of it in issue two. The rolling demo which 
we featured on the cover disk of that 
issue gave us all a taster of what to 
expect, but left us hungry for more. Well, 
here it is, and believe me, it's good. 

Better than good, in fact; it's brilliant. 
Right from the opening sequence the 
game captures perfectly the atmosphere 
of the film on which it is based, and 
every meticulous detail serves to reinforce 
this. The rain-swept streets, the 
permanent twilight, the slowly turning 


fans with lights behind them, everything 
is there and looking just right. You enter 
the broken down, retrofitted future of 
Blade Runner, and almost at once you 
feel right at home there. 

The real thing 

You play a character called Ray McCoy, a 
rookie in the Replicant Detection division 
of the Los Angeles police department; a 
Blade Runner. You start the game with 
what seems like a routine investigation of 
a multiple animal murder, but it is apparent 
that replicants are involved. Your 
investigation soon turns up a number of 


These stills are from the game, not the movie. Good, areo’t they? 
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One of the subscripts to 
the main plot of the game 
is the identity of the 
character you are playing, 
the rookie Blade Runner 
Ray McCoy. As you progress 
through the adventure, 
doubts begin to creep in as 
to his own origins. Could he 
be a replicant himself? 

Fans of the movie and the 
Philip K. Dick novel upon 
which it is based will 
recognise this theme. This 
provides a complex level of 
moral ambiguity to the plot 
as McCoy's job involves 
'retiring' replicants. It is 
one of the game's great 
strengths that it can 
include such multi-layered 
subplots, all of which add 
to its terrific atmosphere. 
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Blade Runner perfectly 
captures the atmosphere 
of Ridley Scott's classic 
movie in every detail. 

Even better than 
we hoped it would be 
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clues which Link this crime to several other 
different cases, and before long you are 
hunting rogue replicants loose in the city. 
Each location you visit may hold clues or 
not, and some of those clues may be red 
herrings. It is up to you to decide. 

Look at that 

The quality of the graphics is so high 
that it is hard to believe you are seeing 
real-time rendering. The drifting steam, 
and the dynamic lighting from the 
flickering neon signs are all so natural 
that they are not instantly noticeable. 
But when you Look at the reflections in 
the puddles, and the splashes from the 
ever-present rain, or the people moving 
about, you realise just how much 
animation you are actually seeing on 
the screen. The majority of the scenes 
are viewed from a fixed camera angle, 
but when McCoy moves from one scene 
to another, the camera follows him, and 
the true 3D nature of the scene is 
suddenly apparent, and you see why it 
needs 150mb of free hard drive space. 
As you move through the various 
locations, the feeling of being in a real 
world is quite eerie. You find yourself 
looking at the many other people 
walking around the streets to see if 
any of them resemble your suspects. 

In fact, since you can talk to just 
about anyone you can see, and you 
never know who may be connected 
with your case, this is not a bad idea. 


Ora tora 

Sorting out the information you gather 
as you move around the city would be 
an almost impossible task were it not for 
your Knowledge Integration Assistant, or 
KIA for short. This acts as an inventory 
system and enables you to sort out 
which clues relate to which crimes, 
where they were found, and hopefully 
what they all mean. The KIA is just one 
of the futuristic gadgets at your 
disposal. The others might be more 
familiar to fans of the movie. You get to 


excellent manual and about ten minutes of 
playing time, using them seems very 
natural. The whole user interface of the 
game is totally intuitive and a pleasure to 
use. You click where you want McCoy to 
go, and he walks there. Click again and he 
runs, click again and he sprints. Right 
click, and he draws his gun, and the 
mouse cursor becomes an aiming reticule. 
Everything is very simple, but that is 
always the hallmark of good design. 

This is not just another point-and-click 
adventure, it really is a new type of game 


Right from the opening sequence the game 
captures perfectly the atmosphere of the film 
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use the Voight-Kampff testing apparatus, 
which tests the emotional reactions of 
suspected replicants, and the ESPER 
machine, which analyses photographs 
and video disks and can pull usable 
details out of even the most blurred 
image. This particular toy is one of the 
most fascinating parts of the game. The 
sound and appearance are exactly the 
same as the device in the film, and you 
can spent ages just playing with it. 


Early retirement 

These gadgets are not just gimmicks, they 
are vital tools without which you would 
have little chance of solving the case. Like 
the Spinner, McCoy's VTOL flying police car, 
which serves as your main mode of 
transport in the huge city, the various 
elements of futuristic technology are 
woven seamlessly into the plot of the 
game, and after a quick read through the 


altogether. There is enough material on 
the four CDs of this game to keep you 
utterly absorbed for months, and it doesn't 
stop there. The game's AI reconfigures 
itself each time you start a new game, so 
each time you play you will have to solve 
a different case. This means that the game 
is almost infinitely replayable. All in all, 
this is a superb adventure game which will 
appeal to almost anyone, and not just fans 
of the movie. Cliff 




Many of the game’s scenes will be familiar tn fans nf Me mnvie, but there are lets nf new scenarins tne 
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www.midway.com 


4XJ0YSTICK, KEYBOARD 


An old arcade game that 
has done the rounds of 
the consoles and has 
finally washed up on the 
PC. Outdated and 
totally uninteresting 
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U ne of the most irritating things 
about the computer games 
industry is the fact that it is dominated 
by Americans. As a consequence of this 
we are constantly subjected to simulations 
of sports which few people in Britain are 
at all familiar with. Baseball, American 
football and NBA basketball are, despite 
Channel 4's best efforts, total mysteries to 
most of us on this side of the Atlantic. 
This makes my job rather difficult. How do 
I review a game when I have no idea of 
the rules, have never heard of any of the 
star players, and haven't the faintest clue 
what a 'double dunk' is, unless it involves 
chocolate biscuits? 

While I may not be a basketball pundit, 
I like to think I know a well-made 
computer game when I see one, and sadly 
Midway's NBA Hangtime simply doesn't 
qualiiy. What you have here is a cheap 
conversion of a fairly second-rate arcade 
game. It claims on the box to be a four- 


mrm 


Tlie star player desperately tries 
to escape from this awfol game 


entirely from the side, and the uninspiring 
low resolution 2D graphics look totally 
outdated, and a waste of the potential of 
the PC as a game platform. The harsh rap 
soundtrack from someone called 'M Doc' is 
little short of painful, and while the 
gameplay may be fast, it can by no stretch 
of the imagination be described as a 
sports simulator. How it can get away with 


player game, but carelessly omits to 
mention that you will need a spedal 
adaptor to plug multiple joysticks into your 
PC. The game set-up consists of a series of 
annoyingly garish options screens which 
have to be completed against the clock for 
some reason. This is unfortunately more 
exiting than the actual game. Even the 
utterly unamusing 'create your own playeri 
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INSERT 

CUISS 


IN'BERT 

CUINS 


having an official NBA logo attached to it 
is a mystery to me. I can only assume that 
the NBA are not very demanding. 

This represents the worst kind of 
computer game. In an arcade machine in 
your local pub it might be a waste of a 
pound to play it, but to expect people to 
actually fork out nearly thirty-five quid for 
the dubious privilege of playing it at 
home is taking the mickey in a big way. 

Let us draw a discreet veil over such 
appalling old tosh and move swiftly on 
to something which promises rather 
more for your money. 


option cannot save this turkey. 

In play, you control one of only four 
players on the screen, and that control is 
rudimentary at best. The 'action' is viewed 
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Respite the on-sereen edvice, inserting ceins intn pour PC will almost Gertainly invalidate your warranty. Might he worth it to avoid playing this, though 
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NBA Live 


Two titles battle to be king of the court, but 
only one can win. Is It a clash of the titans 
nr a tntal walkover? 



N OW this is more like it. From 
the first screen, it is plain to 
see that this is a big budget 
production. Flashy, upbeat graphics 
and a funky soundtrack provide a 
background for a high quality game. 
When you install the game, you get 
two versions, one for 3Dfx cards and 
one for Windows '95 native. Before 
you start playing, there are several 
pages of options for team selection, 
camera angles, controllers, sound 
effects, the whole works. You can 
select championship leagues or single 
exhibition matches, and all the players 
from the end of the 1997 season are 
included, complete with photographs. 

When you actually get into the 
game, you find yourself in a true 3D 
court, complete with crowd noise, 
commentary, and electronic scoreboard. 
The appropriate player's faces and 
uniforms are texture-mapped onto the 




It is difficult for me to judge the 
gameplay, since I know next to nothing 
about basketball as a sport, but it 
certainly seems to play very well. 
Passing is fast and accurate, players 
move quickly and smoothly, and 
shooting for the basket (hoop? 


H true 3D court, cumpletis with croivil nuis^ 


animated polygon figures, and they 
move with a fluid grace which shows 
that the game is making full use of the 
graphical capabilities of the machine. 


whatever) is satisfyingly realistic. The 
other team's defenders standing around 
your player as he lines up a shot are a 
bit weird. With their outstretched arms 


and expressionless faces they look like 
they have escaped from Resident Evill 
Night of the Basketball Zombies? Now 
there's an idea for a game... 

The only pain-in-the-bum bit of the 
whole game is the commentary voice¬ 
over. I suppose it adds realism, but 
incomprehensible jargon in a loud 
American accent can really get on your 
bits after a while. Still, Murray Walker 
probably sounds just as bad to 
Americans, and if you don't like it you 
have the option to turn it off. 

The best thing I can say about NBA 
Live is this; I have never played, 
watched, or had the slightest interest in 
basketball, but I actually found myself 
enjoying this game. It is easy to pick 
up, and the control interface is 
sufficiently intuitive that you can pretty 
much jump straight in and start playing. 
I can't think of any other sports sims 
that have done that other than Actua 
Soccer 2. If NBA Live can join that 
exclusive club it should do well. Cliff 


NBA Live 


Any more like that and they’ll 
name same trainers after you 
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GAMEPAD/KEYBOARD 


State-of-the-art sports 
simulator with 
excellent graphics, 
exdting gameplay and lots 
of options. Any fan of 
NBA will love it 
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180 odd pounds of sportsman, padded up to the eyeballs, armed with a 
blinkin’ big stick powering towards you... you’re kind of thing? 
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Open Ice is a certainly 
entertaining - for a while. 

But after a bit, the big 
heads and the small bodies 
aren't funny, and it kind of 
just runs out of steam 
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All the information contained in Midway’s 
Open Ice is fully ilicensed by NHL 
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ith an exited, roaring crowd, 

I an expanse of ice, and your 
best buddy skating next to you, what 
more could you possibly want? On 
second thoughts, don't answer that - 
I'm not sure I'd like the answer! 

Anyway, welcome to NHL Open Ice, a 
reasonably addictive game from Midway, 
encompassing most aspects of this 
often violent American sport. 

It differs from normal hockey games 
in several ways; the first is that there are 
only six players in total on the field, and 
the second is the ability to have four 
people playing at once, in real time. This 
lovely option is only available with the 
use of a four way joystick adaptor 
plugged into your machine. Well, that 
isn't strictly true, the keyboard can be 
configured to have four sets of controls, 
but you imagine trying to get four people 
reasonably comfortably round a keyboard 
with no arguments! 

The game is based around the 
American NHL league, well at least as far 


as the players are concerned at any rate, 
and there are over 120 of them to choose 
from, so you'll always be able to find one 
that is suitable for your style of play. To 
make the decision even easier, all the 
players have their statistics displayed on 
the team screen, as well as having their 
mug shot shown for all those that know 
them by sight. 

Big heads, baby players 

The playability is helped a huge 
amount by the fact there are a lot of 
options to be fiddled with. Most of 
them are excellent, well thought out 
features, but some of them however, 
are definitely not! For instance it is 
actually possible to change the size of 
the players heads, and not just by a 
little bit either - you can expand them 
by at least four or five times normal! 
WHY? Do the programmers think the 
game is that bad that they have to add 
in some extra entertainment? I can 
understand people writing hacks and 
the like for games, but to make a 
printed feature of it I think is going a 
little too far. 

The other options are more sensible. 
I'm glad to report, with things like two 
different puck sizes, optional super 
goalies, one, three or five minute periods, 
and a difficulty setting of one to nine. 

Overall it's not a bad game, but it's 
not really that good a game either. Fast, 
low resolution graphics help the pace 
somewhat, but the sound definitely 
improves it! (If you like American 
announcers that is!) Not one I'd go out 
of my way for. Graham 
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rU tell you one thing, if real life 
commentary is anything like this, 
remind me not to go and see any live 
hockey matches. (Not that I'm likely to 
anyhow!) I'm not knocking it, mind 
you, it's just that I get fed up with 
that so-called 'classic' American accent 
blasting over the soundtrack. Open Ice 
is lucky enough to have a real live 
announcer strutting his stuff during the 
game, namely the legendary Pat Foley. 
As well as Pat, all the sportsmen 
featured here are real NHL players, with 
true to life stats and abilities. 


Bffli PinPif 



ULTIMATE PC I ISSUE five I January 1998 


















































lid Malic Cmpeadiuii 


Ubi Soft present Heroes of Might eeh Megie, HMMII, 
and the Price of loyelty Expansien Pack all in one special bomper editian. 


WAN’ it fIGHT? 


Combat can be switched to 
automatic - a great option if 
the odds are with you, but if 
it's an even fight or the CPU 
outnumbers you, the chances 
of winning are next to none. 
On the other hand, the manual 
option is far more versatile, 
and with a bit of patience 
and a little strategic thinking, 
even superior forces can be 
over-run reasonably easily. 



An enthralling game 
with plenty to do 
and see as long as 
you're about 10 
years old or so 
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heroes, where all manner of creatures 
dwelt, some in peace and some distinctly 
not! Ubi Soft present an entire world of 
fantasy, where you control the hero's 
every move and action. 

You are one of four powers in this 
magical kingdom, and your role is to 
wander the land in search of fame and 
fortune, collecting riches, vanquishing 
foes and generally making the kingdom 
safe. As this is such a dangerous place 
you cannot set out alone, so help must be 
found or hired. There are lots of allies 
around; in the town for instance you may 
find dwarves, archers, gargoyles, druids, or 
centaurs, but they are just a small 


selection of what is scattered around the 
land. Most of the allies you will have to 
persuade to join you, or at least attract 
them to your village by building an 
appropriate venue. There are several to 
choose from, like an armourer, an archery 
range, a shipyard or even a mage's tower. 
When the going really gets tough the hero 
will have to resort to using magic spells 


to help overcome his adversaries, like a 
storm or a haste spell. 

There is definitely plenty to do in the 
game, littered around the landscape are 
things like sawmills, obelisks, houses, 
shrines, mines of differing types, gazebos 
and so on (I could be here all day!) that 
have to be carefully investigated, as they 
will all have rewards of some sort; it may 
be gems, a spell, a service, or if you're 
unlucky a bunch of rogues after you're 
well-earned cash! On the down side I'm 
afraid it must be said that the graphics are 
seriously lacking in just about all aspects, 
not that they're crap, just more reminiscent 
of early console games. I just hope the 
developers were pushing this out to reach 
the very young generation, because the 
average adult is not going to look twice at 
this game. Graham 




With majestic views like this dotted around the landscape, I’m surprised that the inhabitants don’t spend more of their time fishing instead of fighting 
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here is something going on at 
the moment which happens 
only once every few years. Rarer than an 
eclipse of the sun, or my PC going a 
whole day without crashing, we are 
witnessing the birth of a whole new 
game genre. The two big genres of the 
past couple of years, the Doom clones 
and the Command and Conquer clones 
have pretty much run their course, and 
the gaming world is crying out for 
something new. Well, it would appear to 
have finally arrived in the shape of first- 
person, real-time 3D landscape battle 
games. Uprising from Ubisoft, and 
Battlezone by Activision are the vanguard 
of this new type of game, and both are 
excellent titles. Heavy Gear, also from the 
Activision stable, falls into this new 
category, and tries to do something new 
with the idea of the Mechwarrior-type 
powered battle armour. This Manga-esque 
concept has appeared in many games. 


Whn the giiig gets tough, the twgk pd n thHT 
battle arinour and get ready to khik ass 


Strangers meet in the desert - 
will they he friends nr nnt? Well, 
prnhably nnt in this case... 


Target: Destroy Enemy Gears 




^ T 

c\ 



ranging from Crazy Ivan to Totai 
Annihitation, with varied results. 

Top gear 

The initial plot premise for Heavy Gear is 
not wildly different to many of the C&C 
clone games. The game is set on the 
colonised planet of Terra Nova in the 
60th century after the colonists have 
successfully repelled invaders from 
Earth. The planet is divided between the 
Confederated Northern City-States and 
the Allied Southern Territories, who are 
locked in a state of cold war. Commando 
strikes by both sides are leading to an 
escalation into full blown warfare. It is 
into this world that you are plunged as 
the rookie pilot of a Gear. 

Gears are the mainstay of the armies 
of both sides. They are basically suits of 



With lots of practice and enough weapon upgrades, your Heavy Gear is more than a match for these puny helicnpter gunships. Get a luck an with your missiles and just blow them from the sky 
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powered armour, with sophisticated 
sensors, an array of powerful weapons, 
and the ability to move quickly over 
virtually any type of terrain. In Heavy 
Gear, you have the option to build and 
customise your own Gear, choosing the 
head, torso, arms, legs and engine from 
a list of available parts and then your 
weaponry and armour. You can built a 
light, fast machine, a huge overpowered 
fortress, or any kind of compromise. As 
you progress through the game, more 
and better parts and options become 
available. Also, the AI which helps you 
control your suit will learn new skills, 
enhancing its performance. The effect 
that all this has on your combat 
capabilities is quite noticeable, and it 
helps makes the game that much 
more involving. 

What’s the story? 

When you start playing, it is best to try 
out the training missions first to get 
the hang of driving a Gear. It is a bit 
odd, especially in simulation mode. You 
select the speed of travel with the 
number keys, and steer with the 
direction arrows, while the mouse 
controls the movement of the torso 
section and weapons. Think of it as 
driving a tank while sitting in the 
turret. The gear has wheels fitted to its 
feet for fast travel over level ground, 
but I found that you could use them on 
any terrain, and the smoother movement 
makes aiming your weapons a lot easier. 


Once you know what you are doing, 
you must choose your career. You can 
either go for the Tour-of-Duty option, 
where you perform missions under your 
own name, taking on more and more 
dangerous and challenging assignments 
until regiments start making you 
offers. It is best to wait a while and 
go for the one offering the most perks. 

The other option is the storyline, in 
which you play the character of duelist 
Edward Scott. This is accompanied by a 
series of well-produced FMV sequences 
in the style of Wing Commander IV. 

Both options provide you with over 
thirty challenging missions. There is 
also a LAN/Internet multiplayer mode. 



O 


As their lift pulled away, the hitch hikers realised they had been the victims of a cruel practical joke. 


Real estate 

The only problem with this game is the 
graphics. The landscapes are incredibly 
dull, even with the 3Dfx card option. 

The reason for this is easy to find. If 
you switch to Low Light mode in the 
game, the texture-mapped scenery is 
replaced with a wireframe version and 
you can instantly see how many 
polygons the terrain is made up of, and 
how huge they are. If only Activision 
had used the superb terrain engine from 
their new Battlezone game, things would 
have been very different. As it is the 
landscape is hardly more complex than 
the original Battlezone arcade game of 
the early eighties. The only features are 
a number of somewhat angular hills and 
valleys and a few boulders. I sometimes 
think that game designers set their 
games on barren and inhospitable 
planets out of sheer laziness. One or 
two trees or maybe a river would at 
least have proved that they could do 
more than flat texture maps. 

The other graphical let-down is the 
explosions. Considering the enormous 
firepower which the Gears carry around, 
this game has some of the weediest 
explosions I have ever seen. You destroy a 
military base with a massive barrage of 
rockets and grenades, and the buildings 
just sort of fall apart. No huge flames, no 
palls of smoke, just a few polygonal 
chunks of building flying a short distance, 
then nothing. Very disappointing. 

This is a great shame, as the game has 
many excellent qualities. It is fast, 
playable and involving, and one of those 
rare games that I would go back to after a 
hard day's game playing - but the 
graphics really do suck. Cliff 







A Gear pilot tries to decide 
between the A3D3 and the MS - 
and that’s never an easy decision 



Heavy Gear is a promising 
and original game with 
many good features 
which is sadly let down 
by inferior and 
unimaginative graphics 
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Mortal Kombat Trilogy is sort ot 
the same... bot different. Hmm... 
something to think about there 



A good all-rounder with 
some useful options, as 
well as being an espedally 
bloody and gory experience 
that hasn't really 
changed from the first 
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Mortal Kombat 

iriiogy 

Throw in some reasonablii fast graphics, lots of gore, a few dezen speciai 
Moves, and the resnit i’m afraid is a pretty average beat-’eM-up. 




ou would think that in its third 
I reincarnation, Midway could 
have done a lot more with Mortal Kombat 
Tnbgy. I remember playing the first of the 
series on a SNES a good while ago, and 
thinking it was pretty good - for the time. 
So you can probably imagine my reaction 
when a copy of the Trilogy landed on my 
desk this morning, I could hardly wait to 
get it installed and running. So after 
waiting around patiently I was presented 
with a scrolling text introduction with a 
rather dire background that would have far 
better suited for a budget sci-fi movie 
than a so called state-of-the-art beat-'em- 
up! Okay, I thought, a pretty poor start 



but they are bound to have upgraded the 
graphic capabilities and stuff. But lo and 
behold, when I started playing I found 
almost identical screens - admittedly the 
gameplay was slightly more flowing - but 
it was basically the same as ever. The 
game offers thirty two plus characters, 
all with unique fighting abilities 
including a plethora of weird and 
wonderful special moves. 

On to better things 

Now Tve got the whinging out of the 
way I can get on and tell you about its 
good points - don't worry, there are 
some, I assure you. Mortal Kombat has 



Choose from a selection of crazy shorties - they got da took in their fightin’ trews! 


always enjoyed a 'pick up and play' 
concept, in that even a beginner could 
have a good ol' fight and not get 
stomped on too quickly by their 
opponent, whereas most of the 
alternatives are not quite as forgiving. 
I'm also glad to report that the gore 
level hasn't changed. Remember all the 
fuss a while ago with a few of the more 
narrow minded types going on about 
turning our young into crazed, axe 
wielding psychopaths? No? Ah well, it 
didn't make much difference anyhow, 
'cause it's still the same as it was, with 
piles of blood spurting on a successful 
hit, and on occasions one unfortunate 
victim literally exploding in a shower of 
bouncy bones. The most impressive 
however is the falling routine - with the 
right situation, the unlucky fighter is 
unceremoniously thrown into the air and 
crashes back down through the floor, 
and through the next one, and so on 
until eventually they end up impaled on 
some nasty looking spikes four floors 
below where they started. Good stuff! 

Mortal Kombat Trilogy is a pretty 
good game. It's no real eye candy, but 
it's smooth and fast with a lot of 
playability and hordes of characters, 
moves and options. Graham 

MUSCLE BOUND 
ANU BBflINIESS 


Nobody could say that this game didn't 
have enough different characters 
available, for there are a plethora of weird 
and wonderful entities to choose from. 
There's Goro, a four armed two thousand* 
year-old half-human, half-dragon creature, 
or the sensuous Kitana, armed with only 
her wits, cunning, and a distinct lack of 
clothing ~ but watch out, she has a deadly 
^n attack. As well as some new nK»«s, 
there is an Aggressor mode, in which the 
more a combatant hits their opponent 
the higher the aggressor bar goes, and the 
therefore the more damage is done 
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ith technology moving as it is, 

1 1 didn't think it would be too 
long before developers started designing 
games with tighter and tighter running 
specifications. GTI's Rebel Moon Rising is 
certainly no exception to this rule, for it 
was designed for use exclusively with 
Intel MMX technology, so I'm afraid 
anyone without such things will be left 
rather in the cold. But for all those with 
the power, you can revel in 64,000 colours, 
gorgeous real-time lighting effects and 
some amazing resolutions. 

The game is set on the moon, where 
desperate lunar colonists fight for their 
freedom from the ruling militaristic Earth 
government. You are hired by the LDF 
(Lunar Defence Forces) to help out the 
situation. Armed with a standard issue LP-7 
Mark V Laser pistol, an effective, reliable 
hand weapon (don't worry, there are lots 
more to pick up!) you will be asked to 
undertake many missions for the good of 
the people. They could be any one of four 
types: Commando, in concept, the most 
simple of the mission descriptions - go and 
find something, or do something; Search 
and Destroy; this one's pretty obvious - go 
find something, then blow it to pieces; 

Defence - at some stage you may be 
asked to defend a specific target 


It may not be Quake // but Rebel 
Moon Rising features some nice 
weapons. Cbeck this one out 


UlTII 

HATE INFO 

PUBLISHER 

GT INTERACnVE SOFTWARE 

DEVELOPER 

FENRIS WOLF 

PRICE 

£39.99 

RELEASE 

OUT NOW 

WEB SITE 

www.gtinteractive.com 

PLAYERS 

1-8 

MEMORY 

16MB 

PROCESSOR 

PENTIUM + MMX 

GRAPHICS 

HIGH COLOUR VIDEO CARD 

SOUND 

WIN 95 COMP SOUND CARD 

CONTROLS 

KEYS, MOUSE, STICK 


A very atmospheric game, 
with some awesome 
lighting effects, and a 
plethora of multiplayer 
options and features 


THE BIG COMPUTER SPECIALISTS 


I RAN HFAR Yflll 


Rebel Moon Rising does offer one pretty 
unique concept - the ability to use Voice 
Recognition technology during a multiplayer 
game so you actually can give the 'real' 
spoken orders like 'Bravo - I need ammo,' 
or 'Golf - you idiot, loser, punk,' if you 
really want to. 

There are over 120 command words 
available, some of which can be used in 


single player mode to save a lot of button 
pressing and to make things generally 
quicker, like fire, jetpack, laser, plasma, 
open, pistol, look up, look down, and 
railgun, to name a few. 

On the subject of Net play, there are 
three multiplayer modes: Combat, Squads, 
and Capture the Flag. Combat is what it 
says, a number of players running around 


shooting the hell out of each other. Squads 
mode is very much like the Combat mode, 
but each player commands a squad of troops. 

The last, and slightly more demanding 
of the three modes is Capture the Flag. This 
ancient ritual has proven its worth in the 
military many times over, with each side 
having to capture the enemy's flag, while 
desperately trying to hold onto their own. 


The visuals in Rebel Mean Rising are very 
impressive, as you can see from this shot 


ciny 

Tiny Computers Limited 


A seriously atmospheric first person shoot-’em-up, with some equally 
atmospheric dynamic lighting effects 


attack, or Rescue; the hardest of them 
aU - Earth's forces love nothing better 
than grabbing LDF members and then 
persuading them to give out secrets, so 
they have to be rescued before too much 
damage can be done. You will have to 
break them out and get them to safety. 

Bite them on the features! 

As well as the usual truckload of fodder 
to exterminate, there are several other 
features to challenge the player, like multi 
level gravity that can be toggled from 
switches found dotted about. 'Great fun!' I 
hear you shout, but guess what happens 
when you've jumped 30 feet in the air, or 
stepped off a high ledge expecting to float 
to the ground, and someone turns gravity 
on... yep, you end up rather thin! 

Graphics are impressive to say the 
least. Mind you, with this many colours 
and resolution what do you expect? 
Rebel Moon will run on screens up to 
1280 X 1024 - I would say happily run 
but that isn't the case. At full resolution 
on a P200 it was painfully slow and with 
no apparent support for a 3D accelerator 
card, I can't really see the point of it 
offering the higher res. But even in a 
lower res, the frame rate is surprisingly 
fast and fluid, which results in a very 
atmospheric and playable adventure 
with lots to interact with. Graham 
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s from the planet. The rendered graphics 

are surprisingly good for a pinball title - 

with twenty interlinking boards that 
transport you to different tables. The 
gameplay requires combinations of 
shots to progress through the game - 
' this is not simply about the highest 
score wins. Interaction with the 

pilot named Rex, have crash landed on a tables and the characters make this 

remote island. To add to your misfortune far more enjoyable. ■ 

this island is like no other - andent 

temples and wild dinosaurs run amok and 

stand in your way off the island. 

The story does hide the fact that the 
game is simply a pinball game, but it has 
many features that enhance the concept. 

There are multiball scoring features, 
animated targets, and the final escape 


U f you are both a dinosaur 
fanatic and a pinball wizard 
then this could be a great little game for 
you to get your teeth into. The Lost 
Continent is the third three dimensional 
pinball game by the developers, Dynamix. 
The extinct world of dinosaurs is brought 
back to life with this game as they appear 
as targets for your steel balls. You, a bush 


The whole idea of a piohall table 
seeois to have gone oot of the 
window with the last Continent 


■ Y ■ ith this game you will need to 
reset your computer to 256 
colours for it to work correctly. This title 
brings the ancient game of Shanghai, the 
Chinese tile matching game, to the PC. 
Once you load it up you are greeted by an 
American sounding Chinese lady who will 
run you through the basic concepts of the 
game. This is really handy as the rules do 
seem a bit complicated to pick up on your 
own. She remains in the corner of the 
screen during play if you need her for 
advice. The game features four slight 
variations on the Shanghai theme. 

You have a collection of tiles that look 
a bit like dominoes with different patterns 
painted on them. The game is a bit like 
Tetris in that you slide columns and rows 


of these tiles in order to match tiles thal 
are the same and thus eliminate them. T 
object of the game is to remove all the 
tiles off of the board. The other games, 
such as The Great Wall, are similar but w 
require a different strategy to win. Actiot 
Shanghai is a timed version of the game 
where you race against the clock to clear 
the board. There are also two player 
options and tournaments for those 
wanting to opt for multiplayer action. If 
you get bored of the traditional tile 
decoration you can change it to space 
images, art, music and more. If you knovi 
the game then it could be worth a look e 
but unless you are interested in Chinese 
culture then you may want to spend your 
money on something with a bit of kick! i 


1 PUBLISHER 

cue SOFTWARE I 

1 PRICE 

£14.99 1 

1 PLAYERS 

ONE 1 

1 VFM 

£££££ 1 


1 PUBLISHER 

ACTIVISION 

PRICE 

£9.99 

1 PLAYERS 

TWO 1 

1 VFM 

£££ 1 



III 

fi 

1 

LU 

1 















































There’s no such thing as an innocent 
pedestrian. Everyone’s guilty of something. 


with a 3Dfx accelerator card, which 
makes a huge difference to the quality 
and resolution of the graphics. The 
new cars, the Eagle II and Hawk II 
amongst them, are very sexy, the new 
courses are excellent fun and the red 
blood is an option you can either like 
or dislike as the fancy takes you. The 
improved physics means that the cars 
handle even more realistically than 
they did previously, and this makes the 
game somewhat more intuitive to play. 
If you've got a serious Carmageddon 
habit, get the Splat Pack at once; 
you'll love it. m 


me. Tough luck guys, this is the PC 
version, and won't work on the Mac. 

The Splat Pack is an additional CD 
to go with your copy of Carmageddon, 
and it contains extra cars, extra tracks, 
improved car physics, and at long last, 
red blood to splash around. Also 
included is a patch to run the game 


U : armageddon has become 
something of a cult game 
around the UPC offices. The folks in the 
design department have declared it to 
be a 'top game.' And when they heard 
that I had a copy of the Splat Pack, I 
barely had a chance to open the box 
before they were trying to blag it off 


You know that famous Mona Lisa 
smile, where nohody knows 
what it is she’s smiling about? 
We’ve found the answer 


U nter a mystical point and click 
world where the very fabric of 
the universe can be copied and 
rearranged to build new worlds to the 
whims of the rich and powerful. But all 
is not well for these so-called 'Pocket 
Universes,' as somewhere around is a 
saboteur of evil intent with the 
knowledge and power to put an entire 
universe into stasis. To accomplish 
this, the whereabouts of the World Key 
must be uncovered, and this is of 
course where the hero comes in. 

You play the part of one Rene Korda, 
who must take on the dubious task of 
uncovering the identity of the 
perpetrators of this heinous crime - oh 
yeah, and save several universes! Armed 
with a space ship, a strange rod-like 
contraption which has the ability to turn 
into a hammer, a screwdriver, or - believe 


it or not - a magic wand, and a 
holographic companion going by the odd 
name of Jester, you must travel to distant 
planets to confront several powerful Jinn, 
ride on a magic carpet, and even outwit a 
monstrous unmoving statue. 

Accessible to just about anybody's 
pocket, Chronomaster \s a challenging, 
but rewarding adventure for all point 
and click gamers. ■ 


As the new director of Kew Gardens he was 
not a great success. 
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t’s that awful smell?” site 
“Oh that’s just the eat”! 

“f didnl get it hurled in time” 


U oint and click adventuring at 
its best value yet! You get a 
huge three CD game encompassing 
five time zones to puzzle over. Gage 
Blackwood needs your help to find 
the perpetrators of a heinous crime 
with which they hope to frame him 
for a crime he didn't commit. On 


waking up one morning Gage is 
confronted by an image of himself 
from the future who promptly tells of 
an incredible story of deceit and 
blame and the fact that he has just 
been framed. Gage is left with 
appropriate instructions, a jumpsuit 
for time travel, and several biochips 
that work with the suit. 

The graphics are excellent, even 
though the letterbox format was a bit 
of a let down, but even so they are 


well designed and rendered, down to 
great detail. The first stop is a 
wrecked space station, where Gage 
finds help in the shape of Arthur, a 
friendly AI that has been left to its 
own devices and who is quite prepared 
to download himself into an empty 
biochip in the jumpsuit. An very 
absorbing game with a damn good 
atmosphere, it begs to be played. 
Brilliant value for money, a huge game 
that should keep most players 
interested for a while. ■ 
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us' keepin' da peace' is 

_definitely the name of the 

game with this old, but very playable 
tank sim. For the next tour of duty you 
will be teamed up with five very cool 
dudes; 911, who is the pilot of the 
outfit, flitting round the scene to help 
out in an A-10 aircraft; Earshot, who can 
be found in the simulation room, and 
can arrange for you and up to eight of 
your buddies to play a network game; 
Props, the ordinance man, he can get 
hold of most things should you profess a 
need for them; D-Tour, the mechanic of 






L"'— 







the outfit and your co-driver for the first 
mission, and Dogg Tag, the ops man, 
who sorts out the missions whilst 
maintaining his position as top dog . 

So, armed to the teeth inside an M- 
13 Predator Battletank, your job is to 
sort out terrorists, fight oppression and 
stamp out corruption. The graphics are of 
the low-res variety with little or no 
detail, but on the other hand it does 
mean that it positively zooms about, 
even on a reasonably slow machine. 

Shellshock is one of those games that 
requires a degree in careful manoeuvring, 
for the M-13 is not known for its excess 
of armour, and if you go in with all guns 
blazing then you're gonna hit that Game 
Over screen pretty quick indeed! A bit of 
a dull one unless you're well into tank 
sims/shooters. ■ 


The sort of optional extras we may see on family ears of the future. Just the thing for that Monday morning rush-hour drive to work, eh? 


SHFLOW; «10O0 
MS 


S0M 

COSI: »4.0O0 


For sale: One surface-to-air missile. One 
careful owner, hardly used. E50 o.n.o. 
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O HISTORY IN THE MAKING 


O Chrqnicl,e of the World MH 


End of an era: big game extinct 




appear to have become extinct in 
North America. 


Mass killings 

One reason for this mass 
extinction is that as the Ice Age 
has been drawing to a ctose, and 
as the climate has been becoming 
warmer and dryer, the kind of 
food needed by these larg^ 
animals has been disappearing. 
But perhaps over-killing by 
hunters is just as much to blame. 
The fluted flint points attached to 


Weapons are now 
more deadl)/, with 
flint arrows being 
propelied by a bow 
made from a branch 


ENCYCLOPEDIA 

o/HISTORY 


AwooUy manunoih bcfiin Slut lew A^e xwcwdwdL 


■K PRgVlOUS PERIOD 


WEXIfERlOI' >► 


Matching Food and Wine 


hwch C»bemct SauviJimlf^RlIlBordMux 


This month we follow oor Christmas Issue with some New Year hargains to lighten up 1398 
If ]fuu are still in the festive spirit then he sure to have a look at Oz Clarke and his wares 

ENCYCLOPEDIA 
OF HISTORY 


century nearly over it's time for them to 
come up with something bigger. 

Obviously a lot has happened during the 
history of the Earth and you cannot hope to 
fit it all onto one compact disk. Saying that 
though, Chronicle have done a reasonable 
job of it. The encyclopedia is laid out in the 
same way a newspaper is, with a small byte 
of information to catch the reader's eyes 
which can then be clicked on if they are 
interested in reading further. The Voyages 
in Time is a fancy looking feature which 
allows viewers to look through a window 


^ hronicle have decided to delve 
* deeper into the past with their 
new encyclopedia. Their last. Chronicle 
of 20th Century History was a 
comprehensive guide, but now with the 


and click on images that pass as they move 
through time. A novel way of presenting 
things, but does it make users learn any 
more? More useful is the Timeline which 
divides information into centuries and 
decades. You can look at the making of 
Egypt with its video introduction and 
many aspects to do with the culture, 
settlement types and religion of the region. 

This is just one of many looks at 
cultures around the world and through 
time which make up this encyclopedia. 
The graphics and commentary are quite 
fancy and the information is 
surprisingly up to date, with news of 
the Mars Rover and the death of 
Princess Diana. This is a worthy 
successor to the Chronicle of 20th 
Century History and provides hours 
worth of interactive information. ■ 


It's good to see a title that 
uses some imagination in 
organising its information 


An BKercise in how to fit the 
whole of history onto a CD 


Why did the dinosaurs die out? Who knows exactly, but Chronicle give a few good ideas as to why 


OZ CLARKE WINE 
GOIDF 


product with the art of wine tasting. One 
of the best sections is the chapter which 
lets you match a bottle of wine with your 
favourite food - I couldn't find anything 
for chips though - and the last chapter in 
the guide is designated to a tour of 
vineyards around the globe. Personally 
though, if I have the money to spend on a 
holiday I can think of many other things 
to do rather than wander up and down 
rows of grapevines. 

Not an essential purchase for the 
hardened gamer but for our more vintaged 
readers it may well raise an eyebrow. ■ 


Websters Multimedia 
£24.99 

Contact: 01858 525 600 


I t's a strange thing to get sent 

" to a games magazine for sure, 

but we here at Ultimate PC don't have 
any prejudices about what we review - 
especially when it comes to the wicked 
world of multimedia products. 

With this in mind we present the Oz 
Clarke Wine Guide, which removes the 
pomposity that often surrounds wine 
enthusiasts and brings the joy of wine to 
anyone who is interested. We are also not 
adverse to the odd alcoholic beverage 


either, and having consumed copious 
amounts during the Christmas and New 
Year period we find ourselves presented 
here with the ultimate in hangover cures. 

The Rom is hosted by Oz Clarke - 
hence the title - and gives an easy to use 
introduction to this subject. You are 
supplied with an in depth history of the 
grape and how best to enjoy the finished 


it is surprising that Oz doesn’t 
feel any effects frnm ail the wine 


A user friendly guide to 
the world of wine 
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Data Becker 
E1S.95 

Contact: 01420 22707 


B* rom the makers of the Music 
■ l//cfeo Machine and Techno 
Maker comes a new product not too 
dissimilar from the above. Exactly what 
the title says, this CD ROM is really just a 
re-working of the Techno Maker with an 
emphasis on beats only. It works using 
all the same principles as the Techno 
Maker, incorporating around five hundred 
samples, and lets you mix, add and 
combine them into the ten available 
tracks which can create a single tune. 
Rather than having just drum beats 
banging away you can also add the odd 
vocal sample or keyboard sound to give 
it some style. Users can import sound 
samples from many other sources as long 
as they are 16 bit 44 kHz. Though with 
only ten tracks at your disposal you may 
well find things a bit restricted. There is 
also a weird feature called Mutate that 
randomly messes with your drum 
sequence until you like what you hear - 
it presents the user with less control, so 
is it worth it? Mixing and looping is 
straight forward, though the results are 


Beat.ffDrinninachmB, 




ff/m 




Very limited for almost £20, oot 
as good as the iBctinQ Maker 


Becker may well be the ones to come up 
with it. At the moment these titles are 
more like toy instruments for kids wanting 
to be Aqua. ■ 


not always as good as you may have 
expected, especially without anything in 
the way of stereo manipulation. 

Unfortunately the PC will never be that 
good at producing music compared to the 
Amiga. With software like Music X2 it is 
still in a class of its own and is used widely 
in studios today. However, with time and 
development, software could come to 
match that quality on the PC, and Data 


This machine is fun for a 
bit but not flexible enough 
for serious music makers 


OK Multimedia 
£19.99 

Contact: 0171 753 3498 


of books. This time around you or your 
kids, younger brothers, etc. are all invited 
to Goldilocks' house for a party, and we 
are not talking about the sort of party you 
invite Oz Clarke to; this is a complete 
learning experience with traditional party 
games. Each of the games helps improve 
their maths, memory and object 
recognition but all in a fun manner. This 
title has been well designed to give a 
broad range of activities to do with 
parties. This is really quite amusing and 
the artwork that makes up the package 
really keeps true to the book's style 
making them really come alive. All the 
narration is clear and very precise, and 
there is always someone on hand to help 
out - the gingerbread man for instance. 

Most of the games require simply using 


I t's always fun to have a look 
■ at what people are throwing in 
front of children these days. They always 
say kids watch too much television as it 
is, so why should it be good for them to 
use computers? Well, this new children's 
package from DK Multimedia is based on 
The Jolly Postman books by Janet & 

Allan Ahlberg, which by all accounts are 
very successful with the young 'uns 
between the ages of four to eight. This 
CD Rom aims at a similar age group. 

DK have already released The Jolly Post 
Office which was also based on the series 


Test your chiliTs memory as the postmao turns off the lights, the objects disappear! 


the mouse to click around, which is simple 
and easy for all ages. One thing I did 
think was a bit strange was the use of 
catapults to shoot balloons which some 
parents might find a bit dangerous for 
small kids. Other than that small let down 
this is very interesting, even for someone 
a bit older than the age group intended. ■ 


Pure education for 
anyone with a young 
heart and mind 


Put a likeness of your child along 
with their name before you start 


An excellent CD for children with education at its heart and using a popular range of books 
should do really well in the market place 
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ef Wems 2 and the cnver price at the mapazine 
in this msnth’s hulgieg PenUltiinate 


Worm your way in 


have decided to write about how good I 
thought your second and third magazines were and 
congratulate you on your success. One thing hit me 
though and thafs how good Worms 2 looks. It looks 
so good and the review was so complimentary that 
I decided to buy it. 

What also struck me was the easy to read layout 
of the magazine. But I think what made me buy 
the second issue was the price, it was a measly 
£3.50, which I think is excellent value for what 
you get in the magazine. 

The cover CD was good as there were only 
games on there, which is what people want. They 
don't want all of these stupid drawing programs, 
because a majority of your buyers are attracted 
to the brilliant games that are advertised on the 
CD (probably). 

Overall I have to say that this magazine is 
probably the best PC magazine I have ever read. 

Gavin Button, Essex. 


1 


9 


Thanks very much for your kind words, 
it is always good to hear from 
satisfied readers and we couldn't 
agree with you more - we all 
enjoy Worms 2 as well! All the 
charm and chansma has been 
retained and none of the 
gameplay which made the first 
game so compelling has been 
lost A few of the guys have been 
playing it online recently and say 
it's a pretty good laugh in 

multiplayer too. 
'Each month 


J h 


I JiiiliiL 


pd^PLUS 


“■ having teamed up with Microprose, we're 
offering a copy of the delectable Worms 2 for the 
writer of each month's Star Letter. Worms 2 has 
been reviewed this very issue and thanks to its 
improved graphics, superb gameplay 
and riotous multiplayer mode scored a 
well deserved 92%. For the authors of 
the other letters printed each month 
there's a free title from Microprose's 
PowerPlus range. - 

Please remember to send your 
address whenever you write in so that 
we can ensure that those who have a 
letter printed receive their free game. 


we try to give you, the readers, the best overall 
package we can, whether it is two demo CD's, 
maybe a tips book, or a bumper reviews issue. We 
are glad to hear people say they like the demos, 
thanks. We will keep up the good work! 

Drawing inspiration 


like what you've done with the mag, very 
good value. Issue 3, 
which I'm reading 
whilst I'm writing this 
letter, is brill value. 

164 pages of games 
stuff and two demo 
discs for only £3.50. I 
loved the interview j 
with Andy Davidson, 
and a special thank 
you goes out to 
Andy for creating 
Worms 2 which I'm 
going to buy. One last 
thing, is there going 
to be a Diablo 2? 

Duncan Conlock, 

West Yorks 






There will indeed be a sequel to Blizzard's 
Diablo. Work is being earned out on it 
right now and publishers, CUC Software, 
hope to have it out around June next 
year. Other than this we know very 
little else about the game, but you 

can be sure that we will 
^ keep you updated on 
news as we get it. 



pon reading your 
magazine I went into a strange 
spending hyperzone and I purchased 
three games which were recommended 


by your great selves. I purchased three games from 
one of the advertisements in your magazine. When 
I woke up in the morning I realised what I'd done. 
I'd ordered Hexen 2, Worms 2 and International Rally. 
Yes, you guessed it, three sequel titles. 

Once I received my three oh-so-amazing games, 
I quickly installed them. 

First Hexen 2. Played well, but was simply just 
the same old Hexen. Next ^orms 2. Again similar 
characteristics to the first - too similar for my 
liking. Lastly International Rally. And yet again it 
played, looked and sounded exactly like the first. 

I feel very let down and very, very disappointed 
with my three purchases. Are games companies just 
vaguely revamping their old games and slapping on 
a new title (usually '2') and saying 'Look, it's the 
same game but a lot different and better?' Well, 
they get the first part right! 

All games companies want is more titles 
developed, higher income, and bigger cars! They 
don't care about us 'lesser' individuals and couldn't 
be bothered with their own sequel-infested arses 
to give us something worthwhile, because if they've 
got the name on the box then they've got our cash. 
Undeservedly so. 

I will never buy another sequel again - 
except for maybe Quake 21 Keep on 
doing what you are doing. 

Will, 

Northern Ireland 

In the first issue of 
the magazine we 
asked the question 'are 
software companies putting profit 
before originality and innovation?', 
because the number of sequels 
being released is increasing at an 
alarming rate. There's two points 
to consider though; the first being 
that if people really didn't like the 
games then software companies 
wouldn't be developing them. The 
games industry is exactly the 
same as any other, with the' 
software publishers supplying 
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our demands. If there was no demand for these 
sequels then they'd soon stop developing them. Look 
at Tomb Raider 11 for an example - it's the best¬ 
selling game of all time! 

It's also fair to point out that with the software 
entertainment industry becoming more and more 
competitive, it's only natural that software companies 
are going to milk a successful game for all it's worth 
- hence the increasing number of 'brand' titles like 
BA's Sports games. 

Freebies galore 

Elust thought I'd write in to congratulate 
you on an excellent new PC magazine, which is 
a true force to be reckoned with. I especially 
liked your feature on Blade Runner. It was very 
pleasing to read and look at. Other magazines 
just go too far to try to be different or clever, 
and put out text on garish backgrounds and it 
just makes the text more difficult to read and 
ultimately puts you off from reading or buying 
the mag. 

However, the mag could be even better. I have 
some suggestions which I hope you'll take into 
consideration. In regard to the score table I think 
it would be very helpful if you could have both 
minimum and maximum spec for the games you 
review, e.g. the minimum spec for a game could be 
Pentium 100 with 16Mb of RAM but the actual 
recommended spec for optimum performance is 
Pentium 133 with 32Mb of RAM. At the moment 
the specification you give is not really very clear or 
useful, it just says Processor PIOO. 

Are you seriously telling me that Men In Black 
or Lands of Lore will run fine on a PIOO or that a 
P75 is enough for Dark Forces II? The majority of 
games seem to be able to run on a Pentium 100 
according to you, which I find hard to believe, 
what with the new games requiring so much more 
power and memory nowadays. 

Here are a few suggestions for some future PC 
freebies: posters, calendars, wallplanners, postcards. 



lEtters 


video, it would be great to have a video showing 
demos or little movies of the forthcoming or hot 
games of 97 (at least two minutes for each game). 
You could also have a top ten of the best FMV 
sequences or little movies which some games have 
at the beginning. 

I know there is the cover disk but there is no 
guarantee that all the demos on the CD will work. A 
video player is far easier to operate than a PC and 
the majority, if not all, videos are VHS so there is a 
universal standard. A video gives everyone a chance 
to watch the game demos without the hassle of having 
to set them up. The video could be cover mounted 
or a mail order coupon job. So whoever wanted one 
could send off for one. I can understand videos are 
bulky and probably more costly than a CD, but it's 
an idea you could consider for future issues. 

Reza Tootoonchian, 

London 

You clearly have a load of ideas for our magazine - 
I wish we were able to implement all of them. We 
have been considering changing our specifications 
box for our reviews to accommodate for minimum 
specs, Internet capabilities and other such useful 
information and we hope to use the new version in 
the next issue. We have had many letters and calls 
about graphics cards, which prompted our rethink of 
our specs box and the review of cords in this issue. 
So be sure we are considering such ideas. 

As for your idea regarding freebies, we have several 
great promotions lined up for the future including 
more tips books and second CDs. However, there are 
no plans for a video and to be brutally honest I don't 
think there ever will be. Thanks for the suggestions 
though and make sure you keep them coming in, as 
we're always open to new ideas. 



Financially Embarrassed 


Uongratulations, you are the only PC mag that 
I purchase regularly and that I will continue to buy. 
What can I say? Excellent price (who can justify 
£4.99?), excellent value for money, excellent quality 
and excellent cover CD. 

Have you noticed that software companies seem 
to be concentrating on either this season's generic 
game type (as you said. Boom, Command & Blunder, 
Generic Fighter II or Wacky City/Environment Builder) 


or last decade's home computer hits. Sorry, but I 
didn't get into Sentinel, and Match Day should stay 
well buried. Revamp Manic Miner and I'll consider 
golden oldies. I think that this shows a general lack 
of imagination, and why should we be expected to pay 
£30.00 plus for games that we exhausted years ago? 

Incidentally, Ultimate PC reminds me of CRASH 
(remember that?) and yes, my ZX Spectrum 128+2 
still works, even if it is using a SEGA console to TV 
aerial lead to connect it to the TV. 

Mark Haddon, Northumberland 

You are quite right about the generic nature of many 
games being released at the moment. However, there 
has always been a large number of games which follow 
tried and tested ideas, as many companies think this is 
the best way to shift units. Many argue that developing 
a popular genre and improving it is better for gamers, 
but originality should always be a key concern in the 
fight against boredom. Each month we hove to plough 
through many games and work out what's actually new 
about them! You're not alone in your discontentment, 
the vast number of sequels and 'retro' titles coming 
out seems to be getting quite a few people's backs up. 



Mass Destruction 2? 

Uirst of all I would like to congratulate you on 
making an excellent magazine. Unfortunately I 
missed the first issue, but the second was really 
interesting. I really enjoyed reading the game 
reviews and I like the look of Blade Runner, 1 hope 
it is as good as everyone is expecting. 

I hope you have time to answer the following 
questions for me: any chance that there might be a 
sequel to Mass Destruction (because I really enjoyed 
it)? Also, I currently have a 486 DX/2 66 and will 
be upgrading to a P200 with 32megs (but no 3D 
card) soon, is this wise or should I go for something 
higher than that? What graphics card do you reckon 
I should go for? 

Thanks for your time. 

Tom Heeks, Evesham 

Mass Destruction certainly was a cool little tank 
game but we haven't heard anything about a follow 
up yet. As far as your computer upgrade goes, a 
P200 should see you in good stead for a while yet. 
We have PZOO's here and they handle all the new 
games pretty well. At the moment technology seems 
to be progressing much faster than software and 
for the bulk of games I think a P200 will see you 
okay for at least a year. 

To find out which 3D graphics card is best, why 
not check out our reviews round-up, which you'll 
find later in the mag. 
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El] hat can I say? I used to read other PC mags, 
but now it is Ultimate PC. I gave up the others ones 
because a) they got expensive and b) they got big, 
by that I mean they seem to have become a jack of 
all trades. Gone was the concentration on giving an 
in-depth review on a game, and we had more of the 
full and almost total coverage of everything to do 
with the PC. I am part of a PC technical support team, 
and at home all I want is to enjoy my machine. I 
was paying twice sometimes for the same information. 
So I gave them up. 

When I spotted your magazine on the shelf at 
almost half the price of the others I grabbed it 
straight away, rushed home and read it from front 
to back in one afternoon. The reviews were very 
clear and the Frontline news. On the Drawing Board, 
First Sighting and previews started me wishing my 
life away, wanting the release date on a number of 
them to come around. All I can say is well done, and 
please keep to what you seem to be good at and 
don't go the way of the others. 

Now the kissy kissy bits are done, can you help 
me? I bought Outlaws the other day, I don't normally 
play Doom-type games, but this one appealed to 



me after playing a demo and loving westerns. But I 
am stuck on what I think is level three. It is the 
one in the mountains after the train. I have killed 
everyone I can and looking at the map I can see 
the little red dot which is the fellow I must kill, 
but I can't find any way to him., 

All that remains for me to say is good luck with 
the mag - but I don't think you need it, as at the 
moment it is a quality mag, at a very good price. I 
am impressed, keep it up. 

M. Nicholls, Cornwall 

Ultimate PC is a reviews-based games magazine and 
there's no chance of it becoming anything else. 
Unfortunately, we can't help you with your problem 
with Outlaws, but we know a magazine that can! At 
the end of January a new PC magazine, dedicated to 
solving games and supplying mini-tips, will be launched 
on to the market For more information check out 
the ad in the following pages. 

BBS World Service 

U would like to point out that, despite recent 
articles in your magazine, there is another way to 
play multiplayer games that has been around 
since the dawn of multiplayer gaming. This is via a 
Games BBS. 

I would like to point out to the gaming world 




As mentioned in the letter from Paul below, it seems as though people are still having fun with aoom and Baam II. Apparently it’s the most fun you 
can have with your clothes on. Well, maybe ehl For more details on multiplayer gaming, visit our new section, which starts on page 124 


that they are still out there ready to provide this 
service to the non-Internet modem users! Forest 
BBS has been providing thousands of users with 
four player games such as Doom and Doom 2, 
amongst others, for a few years now, and as well 
as multiplay games there is a teleconference that 
rocks and many single player games available online 
to play. It's the most fun you can have with your 
clothes on - take a fine file library with 500 wads 
for Doom and Doom 2, for example! 

Armageddon BBS has many multiplay games 
available such as Doom, Doom2, Command and 
Conquer: Red Alert and Descent, as well as really 
good teleconference, a huge file library, ongoing 
ladder matches for the popular games and a special 
number that gives weekend rate calls after 6pm 
all week. 

The British Doom League provides a league 
where potential Doomers can compete in a Doom 
league, fighting to reach the top of their division, 
the ultimate position being Danny Lancashire - 
still the nation's best player. Could you please 
mention in your fine publication that yes! there 
is a alternative to Internet gaming, which for 
years has been providing this to thousands of 
dedicated multiplayer gamers. We seem to have 
been forgotten - give us a try, it's worth it! 

Forest BBS 01204 436120 Bolton Sysop Smurf 
Armageddon BBS Flaverfordwest 0894 444 010 
Sysop Sin bad 

BDL Scotland 01290 426847 Sysop Rambo fod 

Well, what can we say? Thanks for pointing this out 
to us, although you'd have to admit yourself that 
most people with a. modem are hooked up to the 
Internet. It's only a small number of people who 
actually use the BBS services. Still, as you said, they 
provide a good service and we'll remember to bear 
your points in mind in the future. 

Spot on! 

U am what one would call a senior citizen and 
having saved up for some considerable time I 
have now been out and ordered my very first PC - 
although having watched the video on installation 
given to me after the purchase, I wonder if I will 
ever get past switching the thing on! 

The letter is a moan at you. Flere am I, in 
one of the longest two weeks of my life - before 
delivery - so I decide to treat myself to a PC 
magazine. Having looked at those available I 
bought Ultimate PC because of its outstanding 
value, as against all the others. Now I am going 
up the wall waiting for issue four... thanks a lot! 

Okay! If you say this one is kissing arse, so be 


it. I have read issue three from cover to cover the 
quality of the publication is superb - even right 
down to the paper it is printed on. I cannot wait 
to slot in one of the cover CD's. That is, if I can 
find the hole it goes in on my new 166 Pentium 
MMX, 32MB, 4.3GB hard drive, etc. 

Seriously, I am most impressed with the first 
computer magazine I have ever bought. I wish 
you all at Ultimate PC continued success in the 
future and I hope that all of you there will have 
a lovely Christmas. 

I know I will, because I've hinted to the 
children about the wonders of a subscription! 
Many thanks, 

Paul Fauset 

I4^e know PCs can be extremely daunting machines 
to operate, especially when your just storting out. 
Don't worry about it though, we've all been there 
and it does get easier, honestly! You'll be surprised 
at just how quickly you can pick things up. 

Anyway, thanks for your letter - it's much 
appreciated and we're extremely glad to hear you 
like the magazine. A subscription is definitely a 
good idea as it not only saves you money, but 
means you get the magazine delivered to your 
door as well. 

3B Card Bilemma 

BQl don't have to stress how much I enjoy reading 
your magazine, because I buy it every month! But I 
have got a question and I am sure you could help 
me. I have got a Pentium 133 with 2MB video card. 
Now I have read that nearly all the new games 
support 3DFX. So, my first question is which of the 
3D graphics cards you recommend? Secondly, I do 
not understand what the difference is between the 
3DFX and the other 3D cards is? 

Alex C 

Thanks for your letter Alex, you've posed some very 
good (and frequently asked) questions. To find the 
answers you're looking for, flick through the pages 
to our feature on 3D graphics card. Here you'll find 
a review of all the best 3D graphics cards and a 
breakdown of all the lingo commonly used when 
describing them. 


If you have comments, queries, or even complaints 
about the magazine, games or life in general, then 
write to us at Penultimate, Ulhmate PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 4EP and let us know. There's a free 
software bundle in it for the best letter each month 
(and we don't mean the letter that kisses our arse). 
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Welcome to Ultimate PC’s oewest sectloo, dedicated to the moltiplayer world 
Whether yoo waot to get ioto playlog moltiplayer games or have a passioo for 
sorfiog the Weh, make sore yoo log ioto this sectioo each mooth 



Online Fs^turG 12'^ 

This month we look at online games in general. Find out what different types of multiplayer 
game are available, what kinds of problems you might encounter and how to deal with 
them, as well as information about services created especially for online gamers 




Activision’s NetStorm is just one 
of many games reviewed and 
rated this time around 


SViEWS 12‘ 

Games reviewed in this month's Wired Gaming 
include Activision's Netstorm, Team 17's Worms 2, 
plus we put Star Wars Monopoly through its paces. 
With previews on upcoming online games too, this 
section isn't one to be missed 



Star Wars Monopoly comes 
under the spotlight in this 
issue’s online gaming reviews 


u fd pspE 1- 

If you prefer to lay back and surf the Web rather 
than indulge in multiplayer gaming, then you'll love 
Cyberspace. This month we look at a couple of 
general PC gaming pages, as well as evaluating some 
PC games companies' home pages. It's your ultimate 
PC games guide, Net-side 



More Websites are put to the 
test in Cyberspace 


Are games companies taking the Internet slightly more seriously 
than they used to? To me, this seems to be the case. Most are 
now incorporating online aspects into PC titles, but now companies 
such as Activision and Electronic Arts have noticed the real potential 
of online gaming and are taking the gamble with games specifically 
designed to be played with people over the Net - and they're 
charging people full whack as well. 3D0 were the first to set the 
pace with Meridian 59, but that was a while ago and it's nice to 
see that things are picking up again. 

Something else which caught my eye on the Net side of things 
this month was the steady increase in online games services. Most 
of us have heard of these, but are they being challenged by more 
companies, all out to take a chunk out of the market. We now have 
Oceanline providing a service, the new Heat.net, TEN and more. 


Anyway, be sure to check out the online games news, previews 
and reviews. Plus if you'd rather sit back and surf around for more 
gaming details for your PC, there's also our CyberSpace section, 
with plenty of site reviews to check out. 

If you have any comments to make about online gaming, are 
having problems or would like to see something in this section, 
either drop me a snail mail letter or (using the more technically 
advanced method) email me at the address below. I'll try to reply 
in a forthcoming issue. 

Enjoy the new section, 

Simon Lovell 
simon@rapide.co.uk 
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and that an extremely similar gaming 
environment called The Ultima Offline 
experiment was to be launched, things 
started getting very tense over in the 
Origin camp, as this move on Marcus' 
part was considered to be a violation 
of copyright. 

However, just before the whole bold 
operation was ready to go ahead, Marcus 
and RyNet Computer Co suddenly called 
off the experiment, thus saving a lot of 
hassle for Origin's legal department, who 
were apparently only hours away from 
taking forceful legal action against the 
young German. 

The strange thing is, while the planned 
operation was cancelled, it's reported 
that there could be a possibility of 
Marcus, RyNet and Origin working 
together in the future! 


The game will amazingly support 
up to 100 players over the Internet, 
allowing either virtual dogfights in 
all-against-all battles. Alternatively 
gamers can team up to form their 
own squadrons - while one defends 
the base, the other pilots get their 
weapons ready for an attack. 

The second announcement came 
from Kesmai as they have teamed up 
with SegaSoft's Heat.net (www.heat.net), 
along with Engage Games Online to 
bring GameStorm back to the Net. 

Priced at just $9.95 instead of its 
original rate $39.95, the companies 
are offering more than 40 hot titles 
for games players. 

Reports are also out that Total 
Entertainment Network (TEN - found at 
www.ten.net) and Mplayer are to make 
some major changes to their services. 
TEN have released a new version of its 
interface, this time Java based. This ^ 
is currently in beta at the moment, ^ 
with only Total Annihilation and ^ 

Shadow Warrior available for keen 
online gamers. 1 

Mplayer surprised their members ’ 
when creating new Mplayer Channels, 
similar to TV stations. They are based 
around the different game genres like 
Action and Sports. The aim of this is to 
help create different communities 
where gamers with the same interests 
can play and talk to each other A 

using chat programs. Mplayer's 
home page can be located at 
www.mplayer.com. / \ 


The once popular online entertainment 
channel company, E-On, has recently 
ceased all trading. 

The shocking news came as Mark 
Bernstein made the following statement: 

"Following our withdrawal last week 
from our proposed acquisition for the 
Sega Channel from Sega, Time Warner 
Cable and TCI, the Board of Entertainment 
Online met last Friday to consider the 
options open to the company. This 
acquisition, on top of an associated five 
year distribution agreement with Time 
Warner Cable, would have provided 
Entertainment Online with the critical 
mass required to be the world's leading 
online games business. 

We have come to the view that the 
returns from the online games distribution 
business over the next two to three 
years are unlikely to justify the quite 
substantial investment required to take 
the business through to profitability." 

When E-On were born a couple of 
years ago, the service quickly went 
from strength to strength, providing 
many Internet users with downloadable 
games and Internet playable titles for 
their PCs. However, since the medium 
has become more and more widespread, 
it seems as though the competition has 
proved too much. 

?lwi ioa^ Fi j j 

Free trials are now available of the very 
popular Internet game, Impinana. Yes, 
Infinite Realms are giving gamers the 
chance to sign up for 20 free hours of 
play on the game, which has already 
proved very popular. Users simply go to 
http.7/www2.irealms.com/freesign.htm, 
type in their name, address and email 
address and that's it. There are no credit 
card details required. 

Impiriana is only playable over the 
Net and falls into the RPG category. It's 
gameplay is based on a medieval theme 
where players explore dungeons beneath 
the earth. Alternatively they can relax 
in more friendly towns, with taverns and 
gambling halls. Exciting. 


A company trading by the name of I. 
Hoffmann & Associates are launching a 
new game, featuring a video-enhanced 
3D world, gripping storylines and battle 
sequences. However, to extend the 
challenge of Mortalus, players will be 
required to access the game's Website. 

The setting is again of the medieval 
nature, and players travel into a world 
of horror and adventure in the quest to- 
try and locate the source of immortality. 
Otherwise, a curse will throw them into 
infinite darkness. 

On the way through the game, those 
playing will need to use the Mortalus 
home page to solve many puzzles, which 
will give them extra power for the hard 
missions ahead of them. 

If you would like further information 
on the game then visit the Mortalus 
Website, which funnily enough is found 
at www.mortalus.com. Would you have 
every thought it? 

Online Gaining Gervlces Go 
Crazy Conkers 

Even though some online games services 
are no longer trading (this month take 
Entertainment Online as an example), as 
this happens, more and more seem to 
be appearing or making changes. Only 
recently two companies have announced 
the launch of their online multiplayer 
gaming sites. Nova Logic being the first 
with Nova Wo rid, located at www. nova logic, 
com/novaworld/. 

Initially the service will be free of 
charge and the first game playable 
with the service will be the company's 
top flight simulator, F-22 Raptor. Included 
with the game is a beta version of 
the NovaWorld software. 


Eidos Team Gp/ 7 

One of the most popular Internet 
games services, Mplayer has 
announced a partnership with 
Eidos Interactive to bring Eidos' 
multiplayer titles to the Net. 

The five year agreement will mean 
that the two companies will work 
together to bring consumers Eidos' 
full multiplayer line-up to the 
Internet. Plus, they are also 
working to bring a special Eidos 
branded community. This will 
enable fans to go along, learn 
about new games, but most of all, 
to play their favourite Eidos games 
against thousands of others over 
the Net. 

The forthcoming months will 
see games such as Deathtrap 
Dungeon, Joint Strike Fighter and 
Flying Nightmares 2 being played 
by thousands. Watch this space 
for more details. U 


The Electronic Arts Internet game. 
Ultima Online has been receiving a lot 
of attention lately, after a 19-year-old 
German boy was close to opening a 
similar gaming environment on one of 
Toronto's Internet servers. However, 
when it was learnt that Origin's severs 
had been emulated by Marcus Rating 




What aa Earth? 

As this is the first month of our new muitipiayer section, we thought it host to 
expiain to newcomers some of the things that you may get confused ahout 
concerning oniine gaming - pins, we answer some important questions... 




I t's all very well games 
companies releasing games 
with the multiplayer capability, but 
there are so many problems that can 
be encountered when attempting to 
get them to work. 

Even if you have your Internet 
connection up and running, some 

still need services to get them 
active, or you have to download 
certain software - it's all very 
annoying, and if you don't know a 
thing about the Internet it can cause 
a lot of heartache. This feature 
intends to explain a few things. If you 
having major problems then write 
me at 

try and 


maners 

main problem that people 
online games is the speed. 
There are of course several reasons why 
you could be coming across problems. 
The first is your connection to the 
Internet. Most titles will recommend 
that you own at least a 28.8 modem, 
although if you are planning to indulge 
in lots of online games, it's best to get 
your hands on either a 33.6 or the new 
56k modems which will provide the best 
performance - not just for games but 
browsing the Web and using other 
Internet applications also. However, if 
you do have a nippy modem and 
are still finding that things 
are as slow as a snail, 
your computer 
may be 
causing the 
upset. 

You need to 
ensure that 
the machine 
that you are 
the game in 
question on is pretty fast. 


NBvaWcrld, a new gaming service 
from NevalOgiC. Thi first name 



For example, if you are playing a racing 
game and it's already jerky in single 
player mode on your computer, you are 
undoubtedly going to come across 
problems when attempting to play over 
the Net. Things can be done to avoid 
this, such as changing the game's 
visual settings to the lowest possible. 

Making it easy 

Worms 2 (reviewed this month) was a 
great example of how sometimes 


playing games over the Internet can 
be easy. You simply use connect to 
the Net, load up the game, choose the 
multiplayer option, get automatically 
connected to the Team 17 server and 
- Bob's your uncle - you're playing 
one of the greatest games against 
someone from the other end of the 
world. Excellent. However, not all 
games have this kind of option and 
getting a game to work properly over 
the Net is a real hassle. 



One of tOe best examples ef speedy online gameplay Is the newly released Worms 2 by Team 17 
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Although a good service, games which 
need Microsoft's Internet Gaming Zone 
(explained fully last issue - get hold of a 
back issue!) are a real pain. Plus you have 
games which require the user to visit Web 
sites and pick up server addresses. This is 
another hurdle that has to be jumped. 
Still, as online games become more and 
more popular, we should see companies 
following the better examples set by 
people like Team 17. 

Boxed vs downloadable 

There are several different types of 
online game. The most popular at the 
moment are games such as Jedi Knight 
which have to be bought from 
retailers to play. Then, once you've 
done that, you can connect to the Net 
and play against other people. Also, a 
whole new league of boxed games is 
being created. Whereas Jedi Knight 



was boxed and could be played online, 
it wasn't specifically designed to be 
played over the Net. However, games 
such as Netstorm and Ultima Online 
(both full price titles) are becoming 
more and more popular. 

After the full price boxed games, 
you also get games which can be 
downloaded from the Net such as Hover 
Race. These are designed to be played 
over the Net, but as you can imagine, 
they don't have the development teams 
behind them for them to be brilliant 
and are often of a pretty poor 
standard. Still, they're free and well 
worth a try. 

Now there is hot competition 
between full price games and the free 
downloadable ones. As the full price 



E-On Hov&rRace v0.9B 



►>i AY 7f-N a.p ) 


:*5^tdtal entertainment 
St'Jnetvjork 




Heroes Needed in Athas 

iW.ti /1; 


* Fine Cup o' Joe 


titles are becoming more and more 
recognised, not as many people are 
opting for the free ones and thus the 
development of these is relatively on 
the decline. 

Online games services 

Online games services such as 
Oceanline (www.oceanline.co.uk) and 
others provide their own games which 
are either made in-house or produced 
by other companies for them. Generally 
these are pretty poor such as Hover 
Race and Stratagem. They are designed 
to be played online and generally no 
thought is put into them and the 
graphics are largely very poor. 

However, E-On (now defunct) also gave 
subscribers the chance to download 
games which have been released a few 
years ago (Virtual Pool, Speedball etc). 
They initiated deals with companies 
such as Virgin and Ocean to allow the 
games to be downloaded. These 
though, due to the age of them, can't 
be played online. 

Other services such as TEN 
(www.ten.net) and HEAT give users 
the chance to group up with others 
to play online games. They inform 
you on the latest titles, give you 
software to download and as long as 
you've bought the full price game 
(such as Shadow Warrior), they will 
set you up. 

Although some of these services 
are free, others do cost money. Offers 
are on regularly though, so watch out 
for those. ■ 




UifM KIT_^ 







Neat.oet are aRother company 
now tapping into the oniine game 
services market 


MODEM VS 



Multiplayer gaming 
doesn't end at games over 
the Internet. If you don't 
have a Net connection 
but have a modem 
attached to your 
computer then you can 
still play against a chum 
(providing the game has 
the option). This is done 
by typing in a mates IP 
address and connecting to 
their machine (or the 
other way around). Like 



Jeill Hnight however has had a iot of time spent on it and is a very playabie and exciting oniine titie. Congratulations to lucasArts for this corker! 


the Internet, certain 
problems can arise, but 
most of the time it's a lot 
more simple to do this 
than play over the Net. 

So, if you were going to 
play against a single mate 
on the game, rather than 
connecting to the Net, 
why not give the modem 
to modem option a go 
and see how it works? 
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Welcome te aeother helping of online games reviews aed previews. 

Put to the test this moeth are Ketslorm, Kims 2 and Star Klars Monnpn/ir... 



As you can see from the screenshots, there’s a lot goino on in Netstorm. Just look at all of those power points 


NETSTORM: ISUNDS AT WAR 

n ere we have one of the first full price games to be 

developed primarily for online gaming. Not hard to guess 
with a name like Netstorm. The game is a complex strategy affair, 
but nowhere near the style of Activision's Dark Reign. Players really 
need to play for a good amount of time before attempting to 
compete against others online. The tutorials are very helpful for 
learning the basics. It's impossible to just dive in - like in games 
such as Jedi Knight - and run about blasting. No, it's crucial that 
you learn the ins and outs in order to defeat the human enemy. 

The online arena is set up in an attractive and user friendly way. 
No endless list of quirky names and a few boxes to click into. With 
Netstorm you and your island float around in the sky descending to 
various zones and floating about to join others around eight player 
rings. The first to attach to a ring becomes the Battlemaster and 
can give a brief description of the game's guidelines such as 'level 
ones only' or 'anyone and everyone.' If a person of a higher level 
joins the ring then it is the Battlemaster option to kick them off if 
they want. Often, however, the whole group around the ring send 
messages (often expletives) to unwanted players anyway. It is also 
his decision when to start the battle; he may wish to wait for more 
players to join. The Battlemaster chooses to set the specs for the 
game, score levels, the amount of bridge pieces, etc. 

Well, the game itself is a strategy war game affair where you 
have to build a wide variety of units to defeat the opposition. You 
play as a high priest in charge of an island suspended in the sky. 

You must collect power crystals to supply your factories, and each of 
these can build two units. These depend what level you have 
achieved - the higher the level, the more units you can build. When 
you are not online you are able to play through a series of missions 
and build up your knowledge. However, when you get online you 
begin at level one and must battle your way up the ladder. To 






strategically it Is best to knock cut the oppasition’s power generaters to stop them expanding any further. Ideally, it you can destroy their generator, then you will he home and dry tor sere 
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increase your knowledge you must get one of your men to capture 
the opposition's priest and sacrifice him. (Yippee!) The more 
priests you capture, the more your level and power grows. To help 
expand your empire, you are supplied with a selection of bridge 
pieces to attach to your island. Often you will need to build a 
bridge to a power source, which is vital. Unfortunately they come 
in all sort of shapes and sizes and you have to wait for the right 
one to pop up as you only have about six pieces to choose from at 
any one time. This can get really frustrating at times but does 
increase the challenge to an extent. Each weapon has its own 



capabilities and range, which is quite important when working out 
where to place everything. Players must make sure that they 
supply power to their units as they expand. The game is a real 
race against time, and you really notice that it is not just strength 
that is the key to success, but correct use and combinations of 
units. You are also awarded more resources according to the 
amount of kills you achieve, which is a nice touch. 

Back to the online side of things, and logging on is a 
simple procedure. You don't have passwords to worry about, 
and there are a few servers, including Activision's own to 
provide the entertainment. It can be very daunting at first as 
you fly about the zones trying to find a ring with players of 
your level that will let you on, but once you are in, things look 
just like the single player mode. By this I mean there is no lag 
time at all during play, or a difference with graphics either. 

This is a real bonus, I hate it when you have to adjust your 
display settings just so you can play a game online. The only 
thing that can be slowed is the chatting between players, as it 
relies on your modem speed. 

The games are very long, unless you choose to compete 
against people out of your depth - so phone bills and the 
potential of crashing is an issue here - there is nothing worse 
than someone disconnecting when you are just about to 
sacrifice their high priest. If you do join a game where there 
are a few low level players, you can always become allies to 
make things more fair. 

This is undoubtedly a pretty addictive game, and 
correspondingly it is very time consuming. Also, the 
complicated nature of the game will make a few people wary - 
players really need to be jalepeho hot before they go anywhere 
near online opposition. This is only exciting as an online game 
for people into the genre. Simply playing against eight people 
is no real new breakthrough other than the lack of lag time, it's 
not going to be like being in a hundred-strong dogfight or 
anything. There is the clan side of things which adds a bit of 
camaraderie to the action ■ 

Publisher: Activision 
Developer: Titanic 
Price: 639.88 

Web Site: www.activision.com 
Memory: 16Me 
Processor: P9D 
Modem Requirement: 14.4Kbps 
Controls: Mouse 


VERDICT 

Netstorm brings 
online games 
up-to-date 

78 



These bridges can be deadly. 
Make sure your men don’t fall! 



POLITIKA 


Mentioned in last month's 
news section, Tom 
Clancey's Politika is soon 
to be released by 
Mindscape and is a 
strategy-based game 
where users compete to 
gain political control of 
Russia. Quite 
interestingly, it's the 
first online game closely 
tied to international 
current events, and if you 
have a love for strategy 
games and fancy tackling 
people from around the 
would instead of the CPU, 
then this could be right 
up your alley. 

The game introduces a 
category called 
'conversational gaming.' 
This is meant to raise 
collaborative gameplaying 
to a level never seen 
before. No matter where 
any players are, they can 
play Politika together and 
build their own stories 
and outcomes. 

The game's developers. 
Red Storm Entertainment, 
are the first company to 
leverage IBM's new Java- 
based software technology. 
Inverse, which develops 
collaborative games for the 
Internet. This technology 
can host a variety of 
interactive, multi-user Web 
sites from simple chat 
rooms to elaborate 
virtual communities. 
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WORMS 2 


Microsoft are soon to unveil 
their latest racing game 
which goes by the name of 
CART Precision Racing. A 
demo of the game has been 
available to Net surfers for 
a month or so now and 
people are testing out how 
the game plays over the 
Net. Of course, with it 
being a Microsoft game, if 
users wish to experience 
the thrills and spills of 
speed and battle it out on 
a racecourse against other 
people from around the 
world, then they will have 
to connect to the Internet 
Gaming Zone, Microsoft's 
own gaming service. Those 
wishing to download a trial 
version of the game can do 
so by visiting the official 
CPR Web site which is 
located at http://www. 
microsoft.com/games/precis 
ionracing/cart/. 

Otherwise, wait until 
next month's issue when we 
should have a playable 
version for you, and 
hopefully a full review! 


n ssue three of Ultimate PC saw the main 
review of Team 17's Worms 2 receiving 
90%. However, at the time the game hadn't gone 
on sale, therefore no-one was playing it over the 
Internet. Two months on however, the worms 
have hit the Internet and the game seems to be 
already quite popular among online gamers. 

The strategy game works just like in 
human vs. computer mode, except of course 
you're playing against other teams from 
around the world. Fortunately, to play online 
there aren't many hassles. Simply connect to 
your service provider, load up the game, select 
the Internet option and you'll be connected to 
the Team 17 server (unless you have another 
server address). Here you can get to know the 
opponent via the chat screens and prepare for 
the worm massacre to commence! 

You will need to decide on your team and 
then enter them in a forthcoming game. As 
soon as you've found your opposition, click on 
Go and you're away. 

As mentioned, playing online is the same as 
in single player mode. Wait for the opponent to 


make their move and then counter it with an 
even better one. Every now and again you will 
notice that a little phone pops up in the top 
left-hand corner of your screen - for what 
reason I have no idea - possibly to remind users 
that they are playing on the Net. Who knows? 

In game, as well as taking out the enemy 
with your vast array of powerful weapons, you 
are also able to send messages. Simply press 
the ''' key and then type in what you like, 
whether it's 'Loser...' or 'Oh... cheers mate' for 
when they destroy one of your wrigglies. 

Worms 2 is definitely one of the most fun 
online games around. Games are short, which is 
far better than something like Netstorm, and it's 
by far the best method of playing the game. If 
you haven't got an Internet connection then I'd 
heavily suggest you get one soon. Brilliant. ■ 


VERDI 

ICT 

Easily the most 
enjoyable way 
of playing 



lype: Internet, Lncal Area Netwnrk 
Publisher: Microprose 
Deweloper: Team 17 
Price: E39.99 

Web Site: www.worms2.com 
Memory: 1SM9 
Processor: P99 
Modem Requirement: 2S.SKbps 
Controls: Mouse/Keyboard 



Your opponent has launched a 
deadly missile. Not to worry, just 
slaughter one of his worms later 






This online match consists of four teams. Who will become victorious in this Net battle? I’m sure the Sabes will show the Cars’ teams a thing or two 


mn LITTLE 
FELLA 

You can of course put off 
the enemy by sending them 
messages. That's right, why 
not interrupt their tactics 
with 'Oi, hurry up' or 'so, 
you think you can play 
games do ya?' It's all part 
of the game and there are 
no rules saying you can't 
torment your foe with such 
texts - although somehow I 
think typing in offensive 
messages could get you 
thrown from the server. 
Don't say I didn't warn you! 
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MULTIplayer 


STAR WARS MRNflPSlV 



the Internet. It doesn't send bursts of excitement through your 
body, it costs far too much money and chances are when you're just 
about to win, your computer will enter spasm and crash. It's really 
not worth it - give me \Noms 2 any day. ■ 





This isn’t one of the most 
enjojfahle online games. What can 
yon expect thoogh, it’s Monopoly 



VERDICT 


Not a game 
that should be 
played online 


Type: Internet 

Puhlisher: Hasbro 

Developer: Hasbro 

Price: £39.99 

Web Site: vvww.hasbro.com 

Memory: 1BMB 

Processor: P9D 

Modem Requirement: 14.4Kbps 

Controls: Mouse/Keyboard 


he review of Star Wars Monopoly in last month's issue 
I wasn't the most favourable around. Still, even if it's 
not going to attract the single player audience, maybe in 
multiplayer mode more people will appreciate it? 

Unfortunately I was unable to find any instructions in the 
manual on how to the game play over the Net. It was only from 
being told there was an online option and my knowledge of the 
Internet that I found myself playing it. Somehow I feel that other 
users will encounter a lot more problems than I did. 

Like quite a few games now, to play Star Wars Monopoly you 
must connect to Microsoft's Internet Gaming Zone (fully explained 
last issue). When connected (if you haven't before, prepare for 
quite a lot of downloading), you won't notice anything new about 
playing over the Net, except for a chat window which lets you 
chat with the people you are competing against. 

Otherwise it's all the same, which I suppose is expected, but 
why not just get a load of mates around and play it together? Or, 
even better, get hold of the board game - how it should be played. 

If Star Wars Monopoly was a better game overall then quite 
possibly it would have received a better score. But at the end of the 
day. Monopoly isn't the kind of game (no matter what version it may 
be - original. Barbie, the Telly Tubbies... whatever) that's suited to 


Online games sbnuld be fun and exciting, but sadly Star Wars Monopoly dnesn’t nffer any nf this. Still, Star Wars fans will nn dnubt give it a blast. Sad 


Title 

Company 

Genre 

Web Site 

Platform 

Air Warrior 

Interactive Magic 

Flight Sim 

www.imagicgames.co.uk 

Win 95 


7th Legion 


Microprose 


Strategy 


www.microprose.com 


Win 95 



£39.99 


1 Diablo 

Blizzard 

RPG 

www.blizzard.com 

Win 95 

£44.99 

N/Al 


Dark Reign 


Activision 


Strategy 


www.activision.com 


Win 95 


£39.99 


Flying Corps 


Empire 


Flight Sim 


www.empire.co.uk 


Win 95 


£34.99 


Incubation 


Blue Byte 


Turn-based Strategy 


www.bluebyte.com 


Win 95 


£39.99 


Meridian 59 


3D0 


RP6 


www.meridian.3do.com 


Win 95 


£20 


Pod 


Ubi Soft 


Racing 


www.ubisoft.com 


Win 95 


£44.99 


Pro Pinball Timeshock Empire 


Arcade Sim 


Planetary Raiders 


Quake 


Interactive Magic Online Space Combat Trading 


id 


First Person Shoot-'em-up 


www.empire.co.uk 


www.imagicgames.co.uk 


w w w. i d softwa re. co. u k 


Win 95/Win 3.1/Dos £29.99 


Win 95 


By Subscription 


£30 
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N/A 


1 Duke Nukem 3D 

id 

First Person Shoot-'em-up 

www.idsoftware.co.uk 

Win 95 

£30 

N/Al 


N/A 


Hexen II 

Activision 

First Person Shoot-'em-up 

www.activision.com 

Win 95 

£39.99 

7/10 


1 Interstate '76 

Activision 

Car Shoot-'em-up 

www.activision.com/i76 

Win 95 

£30 

8/10 1 


8/10 


1 Jedi Knight 

LucasArts 

First Person Shoot-'em-up 

www.lucasarts.com 

Win 95 

£39.99 

8/10 1 


N/A 


1 NetStorm 

Activision 

Strategy 

www.activision.com 

Win 95 

£39.99 

n/aI 


N/A 


9/10 


1 Red Alert 

Virgin/Westwood 

Strategy 

www.westwood.com 

Win 95 

£30 

N/A: 

Shadow Warrior 

Eidos 

First Person Shoot-'em-up 

www.shadowwarrior.com 

Win 95 

£39.99 

N/A’ 

1 Stratagem 

E-On 

Strategy 

www.e-on.co.uk 

Win 95 

By Subscription 

4/10 

Speedboat Attack 

Telstar 

Racing/Shooter 

www.telstar.co.uk 

PC 

£39.99 

N/A 

1 Take No Prisoners 

Raven Soft 

Overhead Shooter 

www.ravensoft.com 

Win 95 

£39.99 

N/A 

Twilight Lands 

E-On 

RPG 

www.e-on.co.uk 

Win 95 

By Subscription 

6/10 

1 Ultima Online 

Origin 

Strategy 

www.ultimaonline.com 

Win 95 

£39.99 

N/A 

Worms 2 

Team 17 

Strategy 

www.worms2.com 

Win 95 

£39.99 

N/A 

X-Wing Vs Tie Fighter 

LucasArts 

Space Shoot-'em-up 

www.lucasarts.com 

Win 95 

£30 

8/10 
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If you have access to the Weh thee why eot exteed yoer keowledge of the PC games market hy visitieg various 
home pages on the Weh? This month we focus on a few companies pius an oniine PC games magazine... 



Learning about new Eidos games 
has been made fun thanks to this 
briiliantiy put together Web site 


VERDICT 

A well 
organised 
site 

00 

5 


LLliaii LLiVLlimiVi; 

http://www.eidosinteractive.com/ 


□ rior to entering the main 

Eidos Interactive home page 
you will be asked to choose between a 
high and low bandwidth site. So, if 
your modem is as fast as a slug then it 
would be suggested that you opt for 
the low option - otherwise you could 
find yourself banging your head on a 



table, having to wait for the more 
advanced graphics to reach your screen. 

As you will probably agree when 
viewing the front page shown here, a lot 
of work has been put into making the 
site look as good as possible 

Six games seem to be getting the 
special treatment at the moment: Tomb 
Raider II (of course). Fighting Force, Joint 
Strike Fighter, Flight Unlimited 2, Flying 
Knightmares 2 and Deathtrap Dungeon, 
their very latest title. If you click on their 
links on the front page, you will soon be 
presented with literature on the game, 
high quality screenshots, demos if 
possible and movie files. Other parts of 
the site give readers the chance to find 
out corporate information, as well as 
enter contests and gain tips on Eidos 
games they've bought. 



Tomb Raider fanatics will be glad 
to hear that there is an online store 
for the purchasing of Lara goodies. 
There are thermos flasks, watches, 
jumpers, t-shirts, sunglasses and even 
a leather jacket - although it's not 
cheap, costing $499. If however Lara 
isn't your cup of tea (what?) then you 
can always check out the general 
Eidos section. ■ 




Chess anyone? Well, if you like 
that sort of thing I suppose... 


VERDICT 

Includes all the 
essential Web 
site ingredients 

80 


mmi liL^LLliC 

http://www.empire.co.uk 


n 

■ omparing Empire's Web site 
to others, there's nothing 
about it that jumped out and shocked 
me. Don't get me wrong, it's nicely 
presented, offers fair content and 
most of all provides vital information 
on their new releases. However, it 
would have been nice if Empire could 
have done something to separate it 
from competitors. This is the main 
problem with company sites, they're 
all more or less the same. Here 
visitors are offered four core links 
and they come in the form of Games, 
Support, Shop and Company. The 
online shop is very quick and easy to 
use, whether you decide to buy 
games via your credit card or you're 
going to pay using a cheque or postal 
order. Users simply click on the item 


they wish to buy and instantly a 
price pops up. Then, if you order 
another, the site will work it out 
instantly and provide a total amount, 
including post and packaging. A very 
good system indeed. 

There are several uses for the 
Support area also. It can be used to 
get hold of game cheats, there's a 
FAQ link, or if you're having problems 
with the site, this is the area to jump 
to. Games is fairly self explanatory, 
with information on current and 
forthcoming titles from the company. 
Screenshots are of course available. 

Overall, I have to say that the 
Empire site is pretty useful, although 
as mentioned earlier, it could probably 
do with a little something to spice it 
up somewhat. ■ 




Not exactly at the height of creativity, hut at 
least it’s fairly tidy, which is more thao cao... 
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GTGflHES 




Vlril«. Vulgar. 

And now a Video game. ' 


Oia<» Nukem conquers the 
PtaySiabon and me N64 this 
monrn with me release of Di*e 
Nukem Total Meltdown for 
PlayStation and Duke Nukem 64 





= Reserve your copy 
: atyourlocal 
, Eleclrorocs 
Boutique. Game 

Babbage's, i 4wjt^ 
•uncoLand or 

re Etc Hurry - ^- 

down today and bnngtrome a 
free. 22“t<y W CHike Nukem 
posterfsirategy gudel 


Mudokont reach the 
Mainstream 


Want to find out rnore"? Vie: 


iEB 

diSi) 




ii:v iiiimm 


http://www.gtinteraGtive.coin 



he GT Network site looks 
pretty big from the front page, 
I and this I noticed was largely 
due to the inclusion of sections such as 
Mac, Homeware, Support and Store. A 
bit of padding out maybe? I think so. I 
was, however, happy on finding a 
dedicated games area which can be 
located slightly quicker by typing in 
www.gtgames.com. This way you can 


avoid downloading pages you don't 
really want and jump straight to the 
games data. There's nothing worse than 
having to faff about going through 
hordes of pages which have no 
relevance to what you're actually in 
search of - isn't that right!? 

The main games section can be used 
to locate details on games for all 
formats and the PC section features 



plenty of titles - the very latest 
through to some of the more dated 
releases. Users can click on the game 
links to bring up more details on the 
game, including minimum machine 
specifications - something that most 
company Web sites don't offer. It's 
obvious that the design has been 
thought about a lot, and working your 
way around the pages is no problem 
whatsoever. However, be sure to have a 
Java enabled browser, or you will find 
lots of error messages popping up all 
the time. If you are after game shots 
then they are here, although pretty 
small. It would have been nice to have 
larger versions instead of small 
thumbnail size screen shots. 

Despite a few pitfalls, overall the GT 
site is pretty good and certainly stands 
out from most visually. Content wise it's 
more or less the same as other company 
sites which is a slightly sad. Still, you 
can't have it all... can ya? ■ 


INTERnet 



GT have really gone to town with 
their Web site’s design. Wow! 


VERDICT 

Visually 
amazing, well 
worth a look 
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L-liiiiL; 

http://www.pGnie.com/ 





I t's probably best to warn you 
now, the PC Multimedia & 
Entertainment home page is quite image 
heavy and those with slower connections 
may find that the download times aren't 
the fastest around. You can scroll down 
the front page here for ages and not 
reach the bottom, and this is thanks to 
the hordes of sections that the site 
offers. The scroll down will also prove to 
you that there are far too many images, 
and I would suggest that if you aren't 
too bothered about the look of the site 
to go up to the options menu of your 
browser and switch the darn things off. 

It's a massive online magazine which 
gives PC users details on everything - 
from the latest news, to reviews and 



r“'''''r££ 

m 


___ fLJCJ 




^ PC ME 


You can’t complain abnut sites which update 
their news, and this one does just that. Nice 

previews of new games. Towards the 
middle of the front-end you will find an 
area which divides games into genres, 
plus features on other games-related 
subjects. Six different zones can be 
found in all: Adrenaline, Fantasy, Sports, 
Strategy, Strike and Hardware. So there's 
bound to be something of interest to 
you in one of them. 



WORTHT nKK^TO mATrJ; 









Various zones are here to suit all genre’s fans. The one pictured above is obviously for strategy fans 


Fortunately there's more than just 
game reviews though. A holiday gift 
guide was put together for the festive 
season, interviews are available and 
competitions are constantly set up for 
visitors to enter. 

The news is updated more or less 
every day, which is always handy, and 
the same goes for the rest of the site 
which makes it even more appealing. 
Obviously there's a big team working 
on the site, and apart from the 
download times and slightly poor 
organisation, PCME is an essential 
bookmark for all PC games fanatics. 

Go on, give it a go. ■ 


Not amazingly good looking, but 
with nkay nrganisation and 
excellent content, we can’t moan 


VERDICT 

One of the 
better online 
PC mags 

91 
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Digital Camera’s Reviewed 


Many different types of 
hardware can be 
cennected te ynur PC these 
days, hut hy tar ane nf the 
most papular choices now 
are digital cameras. We 
put a seleetiuu to the 
lliiiMin PC test... 


WHAT IS A 
DIEITAl EAMERA? 

Instead of using film, a digital camera usually 
stores its images into memory. Then you connect 
the camera up to your PC and download the photos 
onto your hard drive. 

They are mostly used by people who own Web 
sites, as the technology avoids developing costs 
and provides a quick and easy way of getting 
photos onto a computer. The quality of the photos 
isn't as good as a conventional camera - unless you 
are prepared to pay in excess of £1000. 

The cameras featured in this review are aimed at 
consumers and are some of the cheapest available 


KOBAK DC21I 

Model: Kodak DC210 
Price: 6743 
Cootact: 0800 218487 



his is the most expensive model of the 
I four reviewed here, and with a price tag 
of £749, there's bound to be something special 
about Kodak's DC210, right? Well, actually, not 
really. As far as the picture quality goes, it's good 
but we managed to find no major difference 
when comparing images taken from the DC210 
against the Richo, Sony and Fujifilm models. Of 
course, you do get to select which mode you 
would like to take snaps in. Eight can be taken 
in the highest quality, eleven in normal and 19 
for the poorest setting - which overall isn't 
too good compared with other models. 

You do get a zoom lens with the DC210 but 
although this is handy, it isn't worth paying 
the extra money for. Also, when taking shots, 
the LCD viewfinder (there's also a standard 
one as well) is very jerky - put this beside 
the Richo camera and you'll notice a big 
difference. The LCD isn't completely useless 
though and, out of the four, this camera 
boasts the most user friendly menu system. 
It's home to loads of different options 
(quality of pics, flash, brightness settings 


etc) all presented nicely and is very easy to use. 
Previewing photos is made incredibly easy, with the 
option to zoom in, chuck pictures in the bin and so on. 

Connecting the camera up to a PC is relatively 
simple: just plug the lead into the camera, put the 
other end in your spare serial port and install the 
software. You can then use the supplied Adobe Photo 
Deluxe software to edit the photos taken. One benefit 
of the DC210 is that if you don't own a printer then you 
can have your digital photos developed by Kodak's 
Image Magic Print Service. 

Although there are quite a nice few features with 
the DC210, these are sadly weighed out by the 
pitfalls and the price plays a major part in this. ■ 


VERla] 


Incredibly pricey 

for what you get 



SBIIY MVE-TES 

Model: Sony MV6-FD5 
Price: 6450 
Cootact: 0880 111838 



here's one major point about 
I Sony's new digital camera that 
makes it stand out from the crowd. Instead 
of using leads to download photos onto 
your computers hard drive, an internal 
floppy drive has now been implemented for 
ease of use. Yes, there's no installation of 
drivers required and you need no free 
ports to get this baby working. Just pop 
in your floppy disk (if it's not formatted 
then the FD5 will do it for you) take a 
photo, take the disk out, pop it in your 
computer and copy the JPEG across. 
Simple as that. This also means that 
there's no need to worry about space on 
your camera's memory either - just keep 
a nice supply of floppies with you and 
you're sorted. 

Up to 20 snaps can be stored on one j 
disk in fine mode, or if you're not too 
bothered about the quality of the 
images, 40 can be shot in standard. 
Thanks to 'Stamina' technology, the 
lithium battery can last up to 1.5 
hours, which isn't too bad as LCD 


screen displays normally wear down batteries 
pretty quickly. This screen is also used for 
menu options such as changing picture 
quality and turning the flash on and off etc. 

Not content with releasing this model, Sony 
have also released the FD7. Priced at around 
£550, this model is more or less the same as the 
FD5, except users have an added zoom function. 

Although not the smallest or lightest 
digital camera around, the FD5 certainly sets 
some standards. The quality of shots is 
reasonable, the transfer times are better than 
conventional digital cameras and most of all 
it's a practical piece of equipment. 01 


VERUHi 


Another technological 
breakthrough from Sony 
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A well designed camera that 
works well 
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viewfinder, meaning you 
are forced to make use of the LCD 
display all the time. Because of its 
good quality (you'll love the smooth 
display) this unfortunately also means 
that you'll run down the batteries 
pretty quickly, so ensure you always 
have a spare set to hand when you go 
out on a photo session. 

Apart from this though, the RDC 300 is 
quality equipment, priced to compete. ■ 


WERiMi 


VERiH 


Like all of the 
cameras, the photo 
quality is what you 
would expect for a 
camera of this price, although the 
Macro setting wasn't too good - 
unlike the Richo's Macro, which was 
stunning. Using the tiny 2MB memory 
card, up to 30 images can be stored, 
or at higher quality, 22 pics can be 
saved - which is average. 

Connecting up to your PC is easy 
and like the Kodak and 
Richo, you plug the 
camera's lead into the 
serial port and 
PhotoEnhancer 
software is then 
used to edit the 
photos taken. 

The DX-7 is a 
smart camera which 
deserves credit. 

However, in 
comparison with the 
Richo, and 

considering the price, 
unfortunately this is 
the underdog. ■ 


FUJIFIIM DX-7 

Model: rujifilm 
Price: E399 inc VAT 
Contact: 0171 596 5999 


j ujifilm have come up with a 
I pretty compact camera and 
although it's slightly on the heavy 
side, this does give it that more 
expensive feel. Its price is the same 
as the Richo and like each of the 
cameras reviewed here, it comes with 
its own LCD viewfinder. If however 
you'd rather use the bog standard 
viewfinder then you can save battery 
power and turn the LCD display off (if 
you have it on then you'll find that 
your four AA batteries will run down 
rather quickly) using the 'DISP' button 
at the top of the camera. This area 
also holds other buttons and knobs for 
executing commands on the menu 
screen (not very attractive) but mainly 
for switching between recording, 
erasing, previewing and timing your 
photos. The settings screen, which is 
used in conjunction with the LCD 
screen, is incredibly boring - you get 
a black screen with white text and 
there are very few options. 


RICOH RDC 300 

Model: Ricoh RDC309 
Price: 6399 
Contact: 91792 753390 


CD viewfinders on digital 
I cameras are pretty standard 
these days, but when I discovered 
that the Ricoh RDC 300 had one of 
the flip-up variety, I was quite 
amazed. If you don't mind looking 
like someone out of Star Trek then 
you'll love this piece of equipment. 

The RDC 300 is very compact and 
comes with its own carry case, 
PhotoStudio Lite software and some 
excellent little features. To power it 
you will need four AA batteries, 
although there is an optional mains 
supply input for when you're 
transferring files. 

There are three different types of 
picture quality and depending on 
which setting you have, the amount 
of images you can store differs: from 
100 images for the lowest quality or 
50 for the medium, to 20 for those 
special, high quality snaps. A 
brilliant Macro option is also 
available - so if you happen to need 
to take a photo of an insect or text, 
then you can be sure that the RDC 
300 will return excellent results. 

Possibly the biggest pitfall with the 
Ricoh is that there isn't a standard 


DIBITAL VIDEO 


As well as digital still cameras, you may be 
interested to hear that digital video cameras are 
also now available. Companies such as JVC and Sony 
have produced models which seem to be quite 
popular. Of course, they also connect to your PC. 

So, if you're after improved image quality, or want 
to get a home video on a Web site with ease then 
maybe you should opt for one of these. Beware 

not pocket money prices as one will 
£1,000 at least 
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3D XPERT@PLAY 


NUMBER NINE 
REVOLUTION 3D 

Manufacturer: Number Nine Visual Technulngy 
101707) 027026 
Price: 6100 (4mb card] 


he most recently launched 
I card here, the Nine 
Revolution 3D board, is aimed 
squarely at the user who wants real 
power from their graphics. With such 
a high price attached to it, you 
would expect a lot for your money, 
and this card doesn't disappoint. 

Number Nine Visual Technology have 
developed their own chip, complete 
with a rather unusual name. Called 
Ticket to Ride, it's the first 128-bit 
graphics chip available for use inside a 
PC machine - giving this card a 
brilliant combination of 2D, 3D and 
video capabilities. 

The 3D features of this are highly 
impressive, offering Direct3D and 
OpenGL drivers, texture¬ 
mapping, z-buffering, fogginc 
and more. The built-in 128- 
bit 3D rendering engine is 
tightly coupled to a 
dedicated 3D floating point 
engine, producing superb 


In the last few years, graiiliics 
have exploiled onto the PC 
in no uncertain terms. David Gihbon takes you 
on a journey through the complexities 
of the world of PC graphics cards. 


MATROX MYSTIQUE 220 

Manufacturer: Matrux (01703) 441100 
Price: EOS (4mb bnard - expandable tn Omb) 


O ne of the most well known 

graphics cards on the market, 
the Matrox Mystique has won critical 
acclaim from every leading PC magazine 
ever to be published. The card is built 
around the company's own MGA-1164SG 
graphics processor, a 64-bit chip that 


Video playback is immaculate, as 
the card processes video as though 
it were a texture using the 3D 
engine. This can be scaled to any 
size, and is colour interpolated for 
full-motion playback without the 
blockiness normally associated with 
scaled video. 

The bundled software that comes 
with the card includes MPEG Software 
for video playback. Direct Draw, Internet 
Explorer v3.02. Star Trek screen saver 
and a Windows '95 utility package. Not 
the best line-up in the world, but no 
leisure software is included as it's not 
aimed at gamers. 

If you like to play some 3D games, 
but you mainly want to use your PC for 
graphics work then this is the 
ideal choice. 

FEATURES: 90% 
PERFORMANCE: 93% 

VFM: 91% 


has been incorporated into numerous 
brand-name PCs. 

Offering superb 2D performance at 
high resolutions and refresh rates, this 
card will make your Windows '95 
programs fly! It features 24-bit colour 
at up to 1600x1200 resolution and it 
also scales MPEGl and AVI video clips to 
full screen - while at the same time 
maintaining excellent picture quality. 

Unlike most PCI cards, the Mystique 
utilises bus mastering so it can super¬ 
charge your graphics even when your CPU 




Manufacturer: ATI Tecbnologles (01620) 533115 
Price: 6165 (4mb card) 


imed solely at the home user, the cleverly named XPERT@Play 
1 (expert at play) has a wide range of features that will appeal to all 
gamers and users of multimedia applications. 

The card is centred around ATI's 3D Rage Pro chip, which helps give this 
piece of a kit a really special set of features. A floating-point polygon set-up 
engine can process up to 1.2 million triangles per second making this as 
powerful as anything at this price range. It also offers bi-linear filtering, z- 
buffering and perspective correct texture mapping. 

The card can run all the latest Direct3D and OpenGL 3D games. What's 
more, it is also capable of running 3D software at 30 frames-per-second, 
meaning it's just as fast as some games on the super-consoles that are 
currently flying high on the market. 

With a 230mhz DAC that supports a maximum resolution of 1600x1200, 
this card can offer razor-sharp display quality. And with refresh rates at up to 
200Hz, this high quality can be achieved on a wide range of monitors. 

Bundled with the card is a range of games, including Formula One, Terradde 
and many other leading titles. Although it has a lot to offer, if it had been 
cheaper it would be top. As it is, the price means only users that are not 
bothered about buying a fully-fledged 3D card, but who would like a good 2D 
board should take a look. 

FEATURES: 89% 

PERFORMANCE 93% 

VFM: 90% 
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is busy. And it offers accelerated 3D texture 
mapping and gouraud shading, which are 
helped along using the 220mhz RAMDAC. 

The Mystique is available in two 
forms - there's a business and a home 
model. Although both are the same 
physically, they include different 
software bundles. While the former 
comes with a range of business 
software, the latter includes Walt 
Disney's Toy Story, Kai's Power Goo, 
Softpeg 2.2, Vream WIRL and Delphine's 
Moto Racer. This motorbike racer has 


been re-written for the Mystique s 
the end result is simply stunning, 
game has superb 3D graphics and an 
absolutely amazing feeling of speed. 

The Mystique recently had a £24 price 
cut - combine that with its excellent 2D 
performance and great 3D features, and 
it's easy to see this is one of the best 
value-for-money cards in its class. 


FEATURES: 89% 
PERFORMANCE: 92% 
VFM: 93% 
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APOCALYPSE 50 


Manufacturer: Videuingic Ltd [01923] 2G0511 
Price: £175 [Bmb card] 


GRAPHICS BLASTER 
EXXTREME 

Manufacturer: Creative Labs [01734] 344322 
Price: £130 [4inb card] 

anufactured by a company 
I I I I more famous for its sound 

cards, this is the company's 
second attempt at producing a 
graphics board after the first one 
didn't hit the kind of sales figures 
the company would have liked. 

Like the Number Nine Revolution 
3D, the Graphics Blaster Exxtreme tries 
to be all things to all men - except 
this card is nearly £70 cheaper. 
Featuring an ultra fast 230mhz DAC 
(Digital to Analogue converter) to 
deliver super-fast performance, this 
card includes 3Dlabs own Permedia 2 
technology. This provides the card with 
hardware texture-mapping, bi-linear 
filtering and much more to provide 
impressive 3D results. 


The card has built-in 
hardware support for 
major 3D standards - 
OpenGL, DirectX and 
HEIDI. OpenGL, 
developed by Silicon 
Graphics, has become a 
widely adopted 3D 
language now used 
extensively in Hollywood 
to automobile design. This 
standard is also used a lot 
in games, and combined with this card 
it can provide stunning animation. 

A modular expansion allows you 
to connect DVD, Video or TV-out 
support for future needs and high- 
resolution and refresh rates help 
keep the display crystal clear and as 
sharp as a pinhead. 

Again, there are no bundled games 
- just two utility packages from 
Creative Labs. A shame really as a lot of 
buyers will use this as a gaming card. 

The Graphics Blaster Exxtreme has 
more features than the"Mystique and 
has slightly better performance. 
However, it also has a higher price and 
most gamers want the best card with 
value for money. But if you're prepared 
to pay that bit extra, this card has 
some excellent features on offer. 


FEATURES: 89% 
PERFORMANCE: 91% 
VFM: 90% 


his latest Videologic card is another that aims to offer brilliant 3D 
I and 2D performance, and it's the one card that gets as close to that 
ideal as any other ever has. 

Strangely named the Apocalypse 5D (?), the card features a powerful 2D 
chip with a VGA connector. The 2D functions are powered by a Tseng Labs 
ET6100 controller, which is basically a fast 128-bit chip. This has an integrated 
- albeit surprisingly slow, though not noticeably so - 175mhz DAC. 

At the heart of the 3D performance is a PowerVR chip from NEC Electronics. 
Although it's capable of running Windows '95 games written for Direct3D, the 
PowerVR is best used to run games written directly for the PowerVR API. There 
are loads of these around now, several of which come bundled with the card. 

These include the superb Ultim@te Race, Wipeout 2097, Mechwarrior 2 and 
cut-down versions of Tomb Raider and Terracide. 

For so much power, the Apocalypse 5D is small in size. Which may as quite 
a shock when you first take it out of the box, but this is actually a real bonus. 
Mainly because it makes everything so easy when it comes to installing it 
inside your PC. 

With the use of the ET6100 graphics chip, you get super-fast 2D power. 
Add the superb 3D PowerVR and it's easy to see this is one of the best 
2D/3D cards around. 


FEATURES: 92% 
PERFORMANCE 94% 
VFM: 94% 
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Righteous 30 






RIGHTEOUS 
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Manufacturer: Orchid [01256] 478090 
Price: £165 (4mb card] 


features that bring games almost to 
life! 

Like the Orchid card, this is also 
based on the 3Dfx Voodoo chipset and 
will run all Windows '95 games that 
support DirectSD as well as games 
written specifically for the Monster card. 

As with most other cards, this one 
simply plugs into a spare PCI slot on your 
motherboard. However, you also have to 
connect a cable that runs from the 
Monster card to your plugged-in 2D card. 
Then, using this pass-through cable, the 
Monster 3D will wait patiently until it 
detects a 3D game is being loaded - and 
then, and only then, it blasts into action! 

A full-featured 3D-instruction set 
is built into the card, offering z- 
buffering, gouraud shading, bi-linear 
filtering and impressive-looking 
animated textures to make games 
really stand out from the crowd. 

lomb Raider, Terracide, Descent 2, 
EF2000, Mechwarrior 2 and loads of 
demos are bundled with this card. 
Again, this is similar to Orchid's 
offering though no football games 
come with the Monster. 

Playing 3D games with this, you're 
guaranteed some superb visuals! 


FEATURES; 95% 
PERFORMANCE 96% 
VFM;94% 


MONSTER 3D 

Manufacturer: Oiamnnd [01252] 331441 
Price: £165 [4mb card] 


2D/3D OR 30 
ONLY-WHICH 
CARD SHOULD 
I BUY? 

Choosing whether to buy a 
2D/3D or a 3D only card can 
be fairly straightforward, 
but a couple of things need 
to be taken into 
consideration before you 
make your decision. 

Firstly, if you've currently 
got a fairly poor graphics card 
then you'd be well advised to 
invest in a new 2D/3D card. 
These offer the best all round 
performance, with most 
providing excellent 2D support 
as well as varying 3D features. 
All Windows '95 applications 
will run significantly better 
and 3D games, assuming they 
use Microsoft's Direct3D, will 
improve a fair bit. These 
cards, however, don't offer 
complete 3D support so don't 
expect to see a huge 
improvement. 

If you already own a 
good graphics card and you 
specifically want to vastly 
improve the 3D capabilities 
then a 3D only card'is the 
one you should go for. These 
offer the greatest 3D support 
and are designed not to 
replace your existing card, 
but come as an add-on taking 
up an additional PCI or AGP 
slot on your motherboard. 
They usually offer full 3D 
effects so games will really 
look impressive - both in 
terms of speed and quality. 
Best of all, both types of card 
normally come with a 
number of bundled titles so 
you can see the difference in 
graphics straight away 


o 

H imilar in power and features 
ILJIII to the Righteous 3D, the 
Monster 3D offers stunning 3D 


I he Righteous 3D has been 
around for a while now, but 
I even today remains one of 
the most powerful 3D-only cards on 
the market. 

It comes with 4mb of EDO Ram and 
makes use of the renowned 3Dfx Voodoo 
graphics chip. This is the very chip Bill 
Gates has been pushing to show off 
Microsoft's own Direct3D titles. And if 
that simple fact doesn't show the power 
behind this, then nothing will! 

The card itself is a sizable half-length 
affair, with most of the room being taken 
up by the 3Dfx processors and various 
memory. This includes 2mb which is 
configured as dedicated texture memory. 

Once you play a game using this, 
you'll be gobsmacked by its power. Having 
played Tomb Raider after downloading the 
patch from the Orchid Web site 
(www.orchid.com) I was absolutely 
amazed. The performance is outstanding 
and the graphics move as smooth as silk. 
This card also comes with the largest 
games bundle of all, offering Fatal Racing, 
Actua Soccer, Descent 2, Mechwarrior 2 and 
loads of Direct3D demos. 

The only downside is the Righteous 
3D is system independent so its power 
won't improve if you buy a faster CPU. 
But no matter what CPU you have, this 
is a fast, powerful 3D only card, shining 
as one of the best on the market. 

FEATURES: 95% 
PERFORMANCE: 95% 

VFM: 93% 


Manufacturer: Matrnx [01793] 441100 
Price: £75 [4mb card] 


ell known for quality 
I products at astounding 
prices, Matrox have recently launched 
a 3D card which offers amazing power 
for only £75! 

The Matrox m3D can accelerate 3D 
games at resolutions up to 1024x768 
complete with a near full set of 3D 
features which includes fogging, anti¬ 
aliased textures, bi-linear filtering 
and more. 

The board comes with 4mb of 
SDRAM, helping to provide a superb 
30 frames-per-second gameplay. 

What's more, certain games, such as 
Tomb Raider II, can run at an 
astonishing 60 frames-per-second. 

The whole thing is powered by a 
PowerVR PCX2 chip, which supports 
3D at full screen or in a window and 
can shift pixels at an impressive 40 
million per second on a Pentium Pro 
200mhz machine. 

While the m3D is best combined 
with a Matrox 2D/3D card, such as 
the Mystique, it will also work with 
any 2mb VGA graphics card. 

A number of titles come with the 
card, including Uttim@te Race, MDK: 
Laguna Beach and over 20 demos. 

Each demonstrates how powerful this 
card is, with Ultimate Race, in 
particular, showing amazing 3D real¬ 
time fluidity and smoothness. 
Although the m3D isn't quite as 
powerful as some of the other 
graphics cards in this round-up, for 
the price it isn't far behind. For the 
average user. 
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ALL the normal 3D features such as 
anti-aliased texture mapping and 
filtering are here. However, this also 
contains extra abilities including superb 
real time shadows and coloured fog! 

Fully supporting DirectX and 
DirectSD titles, playing games with this 
card is literally jaw-dropping. The large 
amount of 3D effects means you get 
the best out of all the 3D games on 
the market. 

The card comes with a number of 
games, such as Ultim@te Race, Tomb 
Raider, Wipeout 2097, Mechwarnor 2 and 


plenty of impressive 3D demos that 
really show off this card to the full. 

The Apocalypse 3Dx, like the 
Matrox m3D, is on offer at a superb 
price. With stunning power and a great 
software bundle, it's one of the best 
deals around. 


FEATURES: 94% 
PERFORMANCE: 95% 
VFM: 96% 


JARGON MEETS SIMPLE ENGUSH! 


Buying a 3D graphics card is a complex 
task for every PC owner. You walk into a 
shop, cash in-hand, and slowly, but 
apprehensively, make your way up to 
those dreaded graphics cards. You pick 
one up at random and bang - all that 
jargon hits you in the face. The box is full 
of terminology that sounds like phrases 
you would hear in outer space! It's so 
scary most people would run out of the 
store empty-handed. If you are one of 
these people, then we are about to make 
your life a whole lot easier as we explain 
in simple plain English just exactly what 
some of the jargon means to the average¬ 
thinking person. 


POLYGONS 


These days most games consist of 3D 
graphics and just about everything in a 3D 
game is made up of polygons. These are 
basically flat shapes, usually a triangle, 
and when many of them are put together 
they can form a 3D scene or character. The 
main chip in all 3D graphics cards is 
designed to draw polygons extremely fast 
- so you end up with ultra smooth¬ 
flowing graphics! 

RENDERING 

This is the process of drawing the 
complete 3D image on screen. 

Basically, a rendered image is one 


which has had shading, textures and 
other effects applied to it to reach the 
finished image. 

TEXTURE MAPPING 

A way of colouring in polygons. Instead 
of simply filling a polygon with colour, 
texture mapping is a way of actually 
adding some kind of design such as a 
face. Its kind of like adding wallpaper to 
a wall. Every 3D game utilises texture 
mapping, with some, such as Duke Nukem 
3D, offering animated 3D textures. 

Z-BUFFERING 

In order that the computer can render a 
3D scene properly, it needs to know 
which polygons should be placed in front 
of the others. And to do this, it uses 
what is known as a Z-Buffer. This is 
basically a table which stores coordinates 
in memory; these are frequently looked 
up or accessed by the Z-Buffer. 

PUT, GOURAUD AND 
PHONG SHADING 

Putting single-colour or flat polygons onto 
the screen would make games run much 
faster but they look a boring. So, instead, 
programmers add more attractive-looking 


polygons by using a complex maths 
algorithm - such as Gouraud or Phong — 
which fills the shape with graduated colour 
making it look darker with distance. 


FOGGING 


This is built in to many 3D cards nowadays. 
What it does is it allows programmers to add 
realistic clouds and, err, fog to a game! 
Without this, the effects look completely 
artificial - but with this built in it all looks 
amazingly realistic. 

BI-LINEAR FILTERING 

When a texture map looks a bit blocky, a 
clever programmer will jump in and add a 
smoothing-off technique. Bi-Linear Filtering 
is one such method, covering up any blocky 
effect by averaging out the colours. Another 
method is Anti-Aliasing which smoothes off 
diagonal lines. However, using the latter 
technique images sometimes end up looking 
slightly blurred. 

ALPHA BLENDING 

To get spedal effects in games such as the 
Vapour Trails in Wipeout 2097, a technique 
called Alpha Blending is used. This allows 
polygons to appear completely or partially 
transparent. Perfect for creating water you 
can see into, for example. 


THE BEST YOU 
CAN GET! 

When you buy a graphics 
card the vast majority 
normally connect to a free 
PCI (Peripheral Component 
Interface) slot on your 
motherboard. Although 
these are fine and allow 
for some impressive 
visuals, if you want to 
keep with the latest in 
graphics then keep a look 
out for the latest PC 
machines that offer AGP 
(Accelerated Graphics 
Port) connection. A 
number of graphics cards 
are now available in two 
versions - both PCI or AGP 
- such as the Number 
Nine 3D revolution. Using 
an AGP set up gives you 
the fastest possible 3D 
graphics on a PC system. 
AGP offer a greater data 
bandwidth than PCI, and 
its data bus operates at a 
minimum of 66mhz (PCI is 
33mhz). What's more, AGP 
offers full bus mastering 
allowing the graphics to 
run independently of the 
CPU, thereby further 
increasing performance. 
The only bad point being 
the price - buying a PC 
that offers AGP is 
currently very expensive. 
So unless you're a high- 
end user, most people 
would be better off 
sticking with a PCI set-up 
until AGP prices drop 


this card offers all the power you 
need at an incredible price. 

FEATURES: 93% 
PERFORMANCE: 94% 

VFM: 95% 

APOCALYPSE 3DX 

Manufacturer: Videulugic Ltd [01323] 
Price: £03 [4nib card] 


olLowing the success of the 
1 Apocalypse 3D, the 3Dx is the 
latest 3D only card from Videologic and 
features the same chip that powers the 
Matrox m3D, namely the PowerVR PCX2. 
Coming with 4mb SDRAM texture 
memory and increased features, the 3Dx 
includes fractionally more power than 
the m3D but at a higher price. 

With enhanced geometry setup, it 
can process up to 66 million pixels per 
second at a resolution up to 1024x768 
in 16 and 24-bit colour. 
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SOL ution 



It’s here, IMS is the one you hm heen mWig tor - hne|y lore is hack 
in OH even hiiger, even better adventure, so 


we 

ofeurMilaiersntutinH. 
month’s mag and a 


, the first ten ievels 
in neat 


UVR1: The Great Watt 


You Start your adventure by sliding down a steep 
slope into the first room. Straight away, run 
forward until you see a pool of water to your right 
~ jump into this and wade to the other side or you 
will have a large tiger breathing down your neck. 
Shoot it from the safety of the water and then 
wade out onto the platform on the far side, climb 
up and follow the obvious path until you come to a 
gap that must be jumped; jump this and turn to 
your right, then jump the smaller gap to find the 
first secret of the game. Jump back over the gap 
and keep following the path until you reach a 
room with barred windows. 


1.2 

There is not much to do in this room 
except look out of the windows at 
the nice view, then drop through the 
grill in the corner that leads to the 
next room. 

1.3 

After dropping into the water swim to 
the steps and walk up them, jump the 
gap and pull the switch. This will 
open the door that was previously 
shut. Before running through the door 
get your guns out and be ready for 
three killer crows. 


1.4 

After killing the crows 
climb up onto the edge 
of the wall and take a 
look over the edge; if 
you can't see a pool of 
water you are on the 
wrong side. Now make 
sure you aren't going to 
miss and take a dive. 

Upon landing gracefully in the water look for a 
underwater cave which holds the key - well, a key at 
least - pick this up and swim to the surface but 
before climbing out check to see where the tiger, that 

UlTIMATE PC ISSUE FIVE UANUARY 1998 





has appeared, is 
prowling about. When 
it is safe, climb out 
and blast it, then look 
for a way back up the 
wall - the green 
mound piled up 
against it should do 
the trick. Once back 
up, use the key in the 
door opposite the one 
you came 
through at 
the start. 


1.5 

As soon as 

you open the door get your guns out 
and blast the nasty spiders that come 
at you from all angles. When they are 
all dead climb the ladder in front of 
the door and blast another spider at 
the top, then collect the key and climb 
back down. When you reach the 
bottom of the ladder you will see a door 
to your right; unlock this with your key and 
proceed through. 


At the end of the short tunnel that follows you will 
be jumped by yet more spiders, so have your guns 
ready and kill these quickly. Next to the skeleton is 
a medi-pack and some ammo; pick these up and 
run down to the large block - with her super¬ 
human strength Lara can pull it away from the door 
- and proceed through to a steep slope which Lara 
must slide down. 


1.7 

At the bottom of the slope is a room filled with 
water. Look to your left and you will see a ledge 
about halfway up the wall, use this to get past the 
blow-pipes that will start firing if you try to wade 
across, at the other side simply drop into the water 
and climb out into the next tunnel. 

1.8 

This next part is quite difficult so save your game 
here. Now start running and don't stop, as soon as 
you leave the tunnel turn right and leggit away 
from the two boulders that are rolling towards you, 
head towards the tunnel and get ready to jump - 
but not too soon or you will land in the spikes. If 
you make this you will slide down a slope into a 
larger corridor, but don't stop because the walls 
are closing in, so turn to your right and you will 
see a hole in the wall; climb into this and you will 
be safe for a while. Again, when you start running 
don't stop because the floor will collapse sending 
you plunging into a pit of spikes. Towards the end 
of the tunnel get ready to jump three swinging 
blades at ankle height (these can do a lot of 
damage, so get your timing right). If you think 
you have time, there is a secret on the floor, but 
beware; the walls are still closing in so unless you 
feel brave just keep running, you will eventually 
come to a slope that sends you skidding into a 


small room. No time to stop, so run to the corner 
of the room and stand on the broken tile; this will 
then break sending you falling to welcome safety. 



































SOL ution 



EXIT 



I 

To Canal 


To Canals 


I 





going to make it, so wait 
until they have just passed 
you then run like the wind to 
the other side. 


Get your guns out to deal 
with the few spiders then 
walk very carefully to the 
deathslide handle at the edge 
of the cliff. Press and hold 
the action button to grab it 
and hang on. At the bottom 
are two tigers, so have your 
guns out before you touch 
the ground and deal with 
them before continuing on 
through the hole in the wall. 



1.9 


Phew, you made it. Along the tunnel in front of you 
are two large rolling blades, just in front of these is a 
medi-pack. Timing is all important here if you are 



111 

This is it, the end of the level. All you have to do 
is run to the doorway and that's it. 

LEVEL 2: Venice 

From the start turn around and run down the alley, 
kill the dog that appears at the end and turn left. 

Down the end of this second alley is another dog and 
a guy with a baseball bat - kill both and turn right. 

Collect the flares and push the switch, climb up 
through the trap-door that has opened, push the 


next switch and carry on climbing. On the roof 
turn to the window and climb up onto the ledge, 
shoot the window and walk through 2.4 to the 
next one. 

2.inialcoDyl 

Shoot the guy on the balcony then make your way 
over to him. He will have dropped a key so collect 
it and go back to 1.2. 

2.2 

Dive into the water and swim under the middle 
wooden door... 

2.5 

.. .to find a speedboat. Yes you can drive it, but 
you can't go anywhere yet, so push the switch on 
the wall and use the key in the lock to open the 
doors and swim out. 

2.2 

Quickly climb out and shoot the baddie and his 
dog, pick up his guns and climb back up to 2.4. 

2.4 

Turn left and kill the dog, then go through the door. 

2.5 

Run across the bridge and push the switch, then 
return into the main room and shoot out the 
window. Climb up onto the ledge and take a 
running jump over to the canopy. 

2.2 [caaspy) 

Make your way across the canopies and through the 
door to pull the switch, then dive into the water 
and swim to the boat. Drive the boat to the gap in 
the fence that covers one of the tunnels. 

2.7 

Drive the boat along the tunnel until you fall into a 
large room. 

2.8 

In the middle of this room, under the water, is a 
secret; collect this and take the only tunnel out. 

2.9 

To your right and up a ladder is another secret, 
so collect this and then go to the other side of 
the room and drive in through the double doors. 

Park your boat and then swim back into the 
main room. 

2.10 

To your right is a window; shoot this and go into 
the room beyond, shoot the baddie and collect the 
ammo he drops. Also collect the shotgun shells in 
the doorway, then pull the lever and go back out 
through the window. 

2.9 

Turn to your right and climb up the ladder. 

2.1! 

Dive into the pool and pull the lever before getting 
back in your boat and driving out into the sunshine. 

Canals 

When you get to the canals, turn left and follow 
the canal until you reach three gondolas parked in 
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solution 


the way (these can be smashed if you want to) 
here get out of your boat and jump to the raised 
section, then onto the canopy, you should now see 
a bridge. Get your guns out and jump over to the 
bridge and shoot the goon and his dog and go into 
the courtyard, 

2.12 

Quickly kill the man with the gun and collect the 
key he drops; use this to open the door. Go through 
and drop down the hole and pull the lever, then 
return to your boat killing anybody that gets in 
your way. 

Canal 

Once back in your boat turn it around and go 
back the way you came. Continue past the place 
where you started and turn left, quickly jump 
onto the jetty and kill the bad dude who will be 
pumping bullets into you, jump back into the 
boat and carry straight on to the end and turn 
right and park next to the jetty. As soon as you 
get out of your boat a baddie will come out of 
the door, so when he does be ready, kill him and 
go in the door. 

2.13 

Kill the rats then pull the lever and return to 
your boat. 

CaBal 

Turn the boat around and drive down the narrow 
alley on your left, at the end turn left again then 
look for an open door on your right. 

2.14 

Collect the key and look up at the ceiling to find 
the way out. At the top are one man and his dog 
- kill them both and pull the lever to open the 
big doors. 

Gasai 

Kill the guy on the walkway and get back in the boat 
and head back to where you trashed the three 
gondolas, park by the steps and kill the baddie. Then 
use the key to open the door, but be ready for the guy 
that comes out. When he is dead go into the room. 

2.15 

Push the switch and return to the boat. 

Gaaai 

When you get back in the boat carefully drive 
down the alley in front of you but stop before 
the mines which are floating in the water; these 
must be destroyed before the level can be 
completed, and the only way to do this is drive 
your boat into them, but obviously you can't be 
in it at the time. So find a safe stretch of water 
and practice jumping out of the moving boat; the 
boat will carry on going and this is how you 
destroy the mines. When you are good enough, 
have a go at the real thing - although it is a 
good idea to save before doing it. When you 
have done this swim to the other boat that has 
been left on the level and head back to room 
2.14. When you reach here keep going to the end 
and take a left, there is a room on the right that 
can be driven in, but don't do this - instead 
jump out onto one of the windows and shoot the 
guy inside. 


2.16 

Drive the boat in and push the switch. You will now 
notice that the door is shut and you have to drive 
out of one of the windows. So line yourself up with 
the window that is in turn lined up with the ramp. 

Caaaf 

As soon as you leave the room a church bell will 
start to chime, you have until the twelfth chime to 
get to where the bombs were and through the 
double doors, so follow these instructions carefully. 
You will need to hold the X button for extra speed 
all of the way, so with this held down head out of 
the window and straight up the ramp, smash 
through the windows, then when you land go 
straight forward and through the narrow alleyway 
that was blocked by gates. At the end turn right 
and the finish is in sight. If you do not triumph 
first time simply try again from the last room. 

LEVEL 3: 

Bartoli’s Hideout 

3.1 

Drive your speedboat along the tunnel until you 
come to a gate, this will open as you approach, then 
park at the jetty and kill the rats. Continue up the 




steps to your left and kill the guy in the corridor at 
the top, then enter the corridor and pull the switch; 
this will open the doors down by the jetty. 

3.2 

Kill the three baddies then run to the windows on 
the left of the room, shoot one and kill the two dogs 
that jump through. When they are dead go out into 
the conservatory (3.3) and run to the end to find 
ammo and a medi pack. Return to the main room and 
turn left to look down the corridor with the statues 
in it. Proceed with caution and avoid the swords, pull 
the lever at the end and return to the main room. 

3.2 

Climb onto the brown sloping block, then jump 
almost straight away and grab onto the level above, 
pull yourself up and walk to the large block, push 
the block as far as it will go then turn to your left 
and take a running jump over to the opposite 
balcony. Pick up the ammo and turn to look at the 
wall with what looks like ladders stuck to it, and 
grab on to it; shimmy across to the opening and 
walk out onto the balcony. 

Turn to your right and shoot the goon on another 
balcony, then turn around and walk to the open end of 
the balcony. Jump over to the canopy and you will 
slide backwards, so hold X to grab on, shimmy across to 
the end, then pull yourself up. As Lara is climbing up, 
press the jump button so she will backflip onto the 
next balcony, turn to your left and walk to the end of 
this balcony, take a running jump and grab onto the 
next platform. Haul yourself up and jump to the 
canopy, from here drop down to the platform below and 
then across the canal and in through the double doors. 

3.4 

Run up the staircase and through the door to 
your right. 

3.5 


Shoot the two baddies then run to the window, shoot 
it and walk through. Kill the guy on the balcony and 
shoot the next window and walk through. 
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solution 



Kill the two guys (one sneaks up behind you) and 
the dog, then walk into the fireplace, push the 
block as far as possible then hop on top of it. 
Follow the corridor until you reach a slope leading 
into the next room; position yourself to face the 
water and dive in thus avoiding the blades. 

Climb out of the water and position yourself to 
face down the corridor with the flames - standing 
on the wooden floor tile will turn off the flames, 
so do this and then quickly run and jump your 
way to the end. Walk up to the door and it will 
open automatically. 

Shoot the goon and his two dogs before dropping into 
the room. Walk to the sloping block directly in front of 
you and climb onto it At the highest end, jump up 
and grab the chandelier, haul yourself up and turn to 
your left. Jump across to the windows and pull the 
lever; this opens a trap door behind the fire. Now 
shoot out one of the windows and walk out onto the 
ledge. Turn to the right to find the open trap door and 
drop down (don't worry, you land in water). 

^ O 

Pull the lever and swim through the door that opens, 
turn to your right and swim down through a gap. 



Swim straight forward to find a secret and some 
grenades, then quickly swim out. 

3.8 

Back in room 3.9 swim straight forward through the 
submerged broken window and turn left then left again. 
Climb up the ladder and you are back in room 3.8 


sM 

Again jump up to the chandelier, but this time take a 
running jump to the middle one, turn to your right and 



jump the gap. Pull the lever and jump back onto the 
chandelier, now carry on to the highest chandelier then 
up to the platform. From here turn to your right, kill 
the rats and jump to the ceiling joist, shimmy along 
then pull yourself up and align yourself with the next 
platform. A running jump is needed and your guns 
should be out ready for the thug who will attack when 
you land; shoot him then climb up onto the wall, turn 
to your right and you will see a lever - jump over to it 
and pull it. Drop down onto the nearest chandelier and 
make your way to the lowest one, now turn to your left 
and jump to the hole in the wall containing the key. 
When you have it make your way to room 3.9. 

Use the key in the lock next to the double doors to 
open them. 

Run straight through this room and into 3.12. 

The bookshelves are climbable so look up to see 
where to climb, pull the lever you will find up the 
top and return to room 3.11. 

- 'i 

Turn right into room 3.13. 

Climb up the first set of bookshelves on your left, 
at the top turn around and jump to the platform 
on the opposite side of the room, climb up the 
shelves to your left, then jump onto the window 
sill, shoot out the window and walk through. Slide 
down the canopy and jump before you fall off the 
end; you should land on a small balcony. Turn 
around and take a running jump at the sloping 
roof, turn to your right and jump onto the wall 
then into the water. 


Climb out of the water and go into the shed, shoot 
the baddie and collect the key, then return to 3.12. 

Pull the lever and go through into the next room. 

Kill the baddies in the garden then go through and 
out of the door. 

Swim left and climb up onto the wall. Use the key in 
the detonator then run to the remains of the building. 

1 ■ 

Make your way up through the ruins until you reach 
the roof, follow the path along and you will come to 
hole. Drop down and then go down the slope to finish. 

LEVEL 4: The Opera House 


From the start jump into the water, avoiding the 
swinging box, and you will see a lone gunman. Swim 
to the opposite side of the pool and climb out - this 
must be done fairly quickly - and shoot him full of 
lead. When he is dead, look to your left and you will 
see the pool is partially divided by a wall; dive in and 


swim to the other side of this wall to discover a 
climbable wall. About two thirds of the way up is a 
ledge, drop onto this and turn around, then climb up 
onto the next ledge. Here there is a switch that must 
be pulled. Return to the ladder and continue climbing, 
when you reach the top move to the far right before 
dropping off the ladder or Lara will fall all the way 
back down and break both her legs. Now jump to the 
next platform and prepare to jump across the gap to 
the white ledge on the other side. When you are across 
turn to look at the swinging box and line yourself up 
for another big jump; you can make it but only by the 
tips of your fingers, which is a good thing because if 
you pull yourself up the box will do you major damage. 
When you are out of the way of the box, pull yourself 
up and turn to the left. With the box swinging in front 
of your eyes look down at the hole in the roof that 
you opened earlier with the switch. Good timing is 
needed to miss the box and land in the hole, so if you 
haven't saved lately save before you jump. 

Have your guns out ready to deal with the chap 
who will try to hurt you as soon as you land. With 
him dead jump onto the crates to discover a key. 

As you leave another goon will come in the 
door and down the steps. Kill him and make your 
way back to the swinging box. 

From your starting position look right to see a flat 
piece of roof. Stand close to the wall and take a 
running jump. When you land, hold the action 
button (X) and jump off backwards grabbing onto 
the edge and shimmy along until you can drop off 
safely onto another flat bit of roof. Now turn so 
your back is facing the water and hop off backwards 
- again hold X so you grab the edge - now shimmy 
along until you are above the window, drop and 
grab the window ledge then haul yourself up. Shoot 
the window and it will smash, revealing a room with 
jagged bits of glass embedded in the floor. 


Staying on the window ledge, move as far right and 
as close to the inside edge as possible, then take a 
standing jump to the side of the glass; hold the 
walk button and you can walk safely through the 
glass and up to the ladder on your right. At the top 
of the ladder follow the corridor until you reach a 
lock - here you must use the key you found in 
room 4.2. Keep going until you come to a ladder. 
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climb this and you will be at the edge of the | 

roof of a large room. Here you must jump | 

onto the remaining roof tiles to get to the 
other side, but they fall after a few seconds. So 
once you start, keep moving. When you are safely 
to the other side turn to your right and climb to 
the gap in the wail, follow the corridor until you 
see the roof of the opera house. 

4.4 

Shoot the man running around before dropping down 
onto the roof. As soon as you drop, two dogs and 
another guy will come at you from your left - kill them 
and run around to the other side to find two more 
baddies, when this is done jump up onto the dome 
and head towards the swinging box, take a running 
jump avoiding the box and grab the edge. Haul 
yourself up and light a flare, then drop down into the 
hole at the back and press the switch. Now climb back 
out and shoot the two goons that have appeared and 
drop down into the hole that has opened. 

4.5 

In front of you are two levers. Pull the left one to 
open the gate to your left and drop down the hole. 
Run down the steps and press the switch around 
the corner then return to the gate which is now 
shut. Jump up and grab the ladder and then use 
the gate to climb across into the hole, walk to the 
edge and look down at the impressive opera house. 

4.6 

After dropping down, turn to your left and shoot 
the guy that comes around the corner then turn 



around and run the 

opposite way. Kill the baddie and the dog and walk 
over to the hole in the floor, carefully climb down 
to the ground floor and kill the two dogs and the 
goon. When they are dead jump in the water and 
swim to the other side. Climb out and shoot the 
dog and the guy with the gun, then run into the 
left doorway. 

4J 

Pull the switch and run to the room directly 
opposite this one. 

4.B 

Kill the two goons and stand at the entrance to 
the room. Jump up and grab the ledge above and 
pull yourself up, avoid the glass and run to the 
raised bridge, turn to your left and take a running 
jump over to the ledge and shimmy along until 
you can pull yourself up. Pull the lever to lower 
the bridge and then jump back over to the 
walkway and go over the bridge. At the end of 
the walkway turn to your left and do a running 
jump over to the next ledge, climb up to the hole 
in the wall and do another running jump over to 
the top walkway, turn to your right and make 
your way along, jumping the gaps and avoiding 
the swinging sacks. When you reach the switch, 
push it and walk towards the slope leading into 
room 4.6; turn around and hop off backwards 



making sure you grab the bottom of the slope to 
slow yourself down then drop to the floor and 
through tfie trapdoor. 


4.8 

Light a flare and turn down the left tunnel, turn 
left again and swim down the steps. At the bottom 
of the steps turn left and pull the switch, dive back 
into the deep water and look for a narrow tunnel, 
swim down it to find a secret. Then make your way 
back to the area you started in and swim down the 
wide steps; when you surface climb out in front of 
the ladder and collect the relay box then climb the 
ladder back up to the main room. 

4.S 

At the top of the ladder jump up to the next level 
and run around to the opposite side of the balcony - 
here you must turn left and follow the corridor 
around. Kill the two dogs and use the relay box in 
the broken machine next to the lift. With this done 
you can call the lift by pulling the lever, but don't 
get in it yet, wait until it starts to go down and hop 
onto the roof and from here climb up the ladder. At 
the top of the ladder walk slowly through the glass 
to find a secret and some uzis, then climb back down 
the ladder and call the lift again. This time get in 
and try out your new uzis on the two baddies at the 
bottom. When they are dead send the lift back up 
using the switch and drop down the hole it leaves. 

4.1D 

Swim up the steps to find a circuit board, then 
return to the lift shaft. Here, look through the bars 
and you should be able to see a lever; swim to this 
and pull it then swim through the gate that opens. 
Climb up the shaft and kill the baddie and the dog 
and follow the corridor along to some windows - 
shoot these and drop into the room beyond. 

4.11 


Pull the switch next to the door to open it and slide 
down the slope, jumping at the last second and 
grabbing the ledge at the bottom. Collect the key and 
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climb up to your right, now turn to face where the 
key was and do a side flip onto the next slope - again 
jump at the bottom to avoid the fans - follow the 
corridor and kill the rat, walk to the edge and do a 
standing jump over the gap, now turn around so your 
back is to the fan and you are on the edge of the hole 
you just jumped over; do a back-flip and then repeat 
to get up the next level. Go up one more level to get 
a secret, but be careful of the fan hidden in the 
darkness behind it, then go back down one level and 
follow the corridor, pull the box away from the door 
to reveal a switch to open the door, when the door is 
open push the box out into the room beyond. Now 
climb up onto the ledge with the windows on it and 
shoot them out, go through into the room and push 
the box out on top of the other one and use these to 
climb up to the top set of windows. Kill the goon and 
return to the lift shaft, jump up to the next level and 
you are back in room 4.6. 

4.S 

Kill the baddie and run forward until you see a key 
hole, use the key you found in the ventilation 
shafts to open the double doors to your left, hop 
over to these and drop down the other side. 

4-S 

Quickly dodge the boulders and press the switch to 
your right; this will open the first gate you came to 
inside the opera house. Climb up the ladder and use 
the circuit board in the broken machine, then press 
the switch next to it. This has opened the curtain 
on the stage in room 4.6 so head for this. 

^.6 

Head for the stage killing anyone you meet on 
the way and go through the now open door that 
leads backstage. 

412 

Make your way through the crates until you see a 
crate that is shorter than the rest. Pull this out to 
reveal a switch, press this and climb up towards 
the lampshade, then through the hole in the wall. 


When you emerge on the platform above the stage 
turn to your right and follow the platform along, 
drop into the hole and jump over the hole in the 
floor to the hole in the wall, then pull the switch 
to open the door past the swinging sack. 

4.13 

When you are past the swinging sack drop into 
the next room avoiding the swinging box and 
battle with the goon who attacks you. If you 
have any uzi bullets use them, otherwise use 
the most powerful gun you have because he is 
very hard to kill. When he is dead get ready for 
two Dobermans and another baddie who are easy 
to kill compared to the last guy and then go to 
the other end of the room, climb up onto the 
crates and make your way back to the hole you 
entered this room through avoiding the 
swinging boxes. To the right of the hole is a 
switch; press this and exit through the large 
double doors in the corner. 


uni S: onshore Rig 

s.t 

From your starting position turn to your right and 
pull the crate three times. Climb over it and you 
will see a switch; this opens the door that leads 
out of this room, but only for a 
short time, so you must clear a 
path through the crates (only 
faded crates can be moved) 
and then push the switch. 

S.2 

As soon as you enter this area 
an alarm will sound bringing 
two goons running. Although 
you may be tempted to dive in 



the water, don't; instead go through thc^ door on your 
left, avoiding the baddies as much as possible. 

5.3 

Avoid the slope and run around the corner up to the 
windows, the goon with the gun will then shoot at 
you smashing the windows, so you can escape onto 
the balcony. On the balcony turn to your right and 
drop off onto the platform below, here there is a 
switch that must be pushed to open a hatch in the 
belly of the plane, this is your next destination. 

5.4 

Swim up into the hole under the plane and climb 
out, directly in front of you is a switch, push it to 
stop the propeller then leave. 

5.2 

Swim back to where you started and repeat your 
movements up to the first switch, but instead of 
pushing it walk along the jetty that sticks out 
towards the plane. From here take a running jump 
onto the wing of the plane, run to the tail and you 
will fall through a trapdoor, 

5J > 

Pick up your pistols then climb out and swim to 
the start again. 



5.2 

Kill the two goons and 
collect the yellow pass 
and the medi pack, then 
proceed to the smashed 
windows in 5.3. 

5.3 

Use the pass in the yellow card reader on the wall 
(it is in shadow so look carefully) to open the 
double doors then proceed through. 

S.B 

Push the switch to turn off the alarm and then 
turn right. Open the door at the top of the stairs 
and be prepared. 
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solution 


S.7 

Run in and immediately turn around to shoot 
the nasty man who has crept up behind you, 
then run through to the next room. 

5.S 

As you enter a goon will come down the ramp, 
shoot him and turn right. 

SJ 

Yet another goon to kill. When he is dead look 
around to find ammo and harpoons and carry on to 
the next room. 

S.10 

Run to the second bunk on the left (top bunk) to 
collect the auto pistols and some more ammo, then 
climb up to the first bunk on the left (as you enter) 
and push the button. Now run to the far end of the 
room and climb up onto the top right bunk, turn 
around and jump up through the hatch. Run along 
until you reach the top of a slope, turn around and 
slide down backwards, and hold the X button to 
grab the edge. 

§11 

Climb down the ladder and turn to look at the two 
crates, pull the right one out and push it as far away 
from the entrance ladder as possible then pull the 
left one out, and move it as close to the other ladder 
as possible, use it to get a good jump over the 
flames onto the ladder and climb up. Kill the bad guy 
and collect the red pass card and carry on up the 
tunnel; there is a ladder halfway along which leads to 
a secret, when you have climbed down carry on to 
the next room. 

512 

Dive in and pull the lever then quickly swim along 
the tunnel to find another secret behind a huge 
fan. Swim back and climb out into the other 
tunnel, this leads back to the plane room. 

5.2 

Run along the balcony and go in through the 
broken window. 

5.3 

Go through the double doors. 

§8 

This time take a left and run up the stairs. 

5.13 

Kill the goon and the dog, then carefully walk to 
the bottom of the ramp which will start the barrels 
rolling. Dodge them and then run up the ramp to 
the red pass reader and use your red pass. 

5.14 

Kill the three baddies then jump up to your left. 
Push the block as far as possible then go around 
to the other side of it and pull it, return to the 
other side of it to push it as far as it will go. 

Jump across to the other raised platform but 
ignore the large pit, instead jump onto the block 
you have just moved and then into the hole in 
the wall. 

5.15 

You will come to a room that runs alongside of the 



previous room. Pull the switch on the wall to fill 
the big pool and then return along the tunnel. 

5.14 

Swim across the pool and walk to the edge of the 
next one, turn right and jump onto the black block, 
turn right and jump up the slope and pull the lever 
then return to room 5.15. 

§.15 

Drop into the hole in the floor and follow the 
tunnel along until you reach a slope, slide down 
into the next room. 


5.1B 

The rule in this room is stay on 
the gangways and keep 
moving; so from the start 
turn left and 
run to the 
end, turn 
right and 



From 6.5 


jump the gap, keep going all the way around the 
room killing goons as you go until you 
are nearly back to where you started. Kill 
the last baddie and you will see a green pass 
card in a glass cabinet - collect this, turn 
around and jump back to the 
previous platform and look up to 
see a hole in the wall. Climb up 
to this and run along the corridor 
back to room 5.15. If you 
are trying for all the 
secrets there is one on 
one of the platform legs, 
this means you will have 
to battle the frogmen and 
their deadly harpoons. 

Don't worry about how 
you get back up, 
there is a ^ - 

ladder in one 
of the corners, 

5.1S 

Use the card in the green card reader and then pull the 
lever to switch the water into the other tank in room 
5.14, go through the door the green card opened. 

5.14 

Dive in and swim through the tunnel to a lever, pull 
this and continue to the end of the level. 



From the start follow the 
tunnel along until you 
come the edge of a large 
water tank, line yourself up 
with the ladder on the far 
wall and take a running jump over to it. 
You must grab the ladder or you will fall 
in the water and be sucked into a giant 
fan. At the top of the ladder follow the 
corridor to find a switch, press this and 
return to the water, which is 
now safe to dive into. Once in 
the water swim past the fan and 
down a tunnel to find some 
grenades, then swim back to 
the main tank and pull the lever 
situated halfway up one of the 
sides. Now swim to the 

opposite end to the fan and climb out, turn to 
your left and follow the corridor. 
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6.2 

Have your guns out as you enter to shoot the two 
guys and a doberman that attack from your left 
(don't worry about the men on the other side for a 
minute). When they are dead line yourself up with 
the nearest block in the water and jump to it 
avoiding the hook, then jump to the other block 
and finally to the other side - don't worry about 
falling in because there is a tunnel leading out at 
one end of the pool. Once on the other side kill the 
two baddies and proceed to the next room. 

6.3 

The green stuff down the bottom of the slope is 
toxic and will kill you instantly if you so much as 
touch it, so save at the top and then line yourself 
up with the jetty on the other side - you must now 
slide down the slope, dump the hole then jump the 
toxic waste; to make it to safety your jump over 
the toxic stuff must be as late as possible, but be 
warned: there is a fine line between making it and 
missing it. When you have made it turn to your left 
and follow the corridor to the next room. 

6.4 

All there is in this area is a huge ladder so climb 
it. When you get to the top make sure you move as 
far right as possible before dropping off. Once you 
are safely off the ladder follow the corridor to the 
next area. 

6.5 

In the far corner is some ammo, and if you look 
carefully some uzis with clips, so pick these up and 
look down the hole; you will see a slope leading 
out of sight, line yourself up so you will slide down 
backwards and drop down. 

6.6 

Before you reach the bottom of the slope press and 
hold the X button so you grab the edge then simply 
drop and grab the next one, haul your butt up and fill 
the bad guy full of lead. Then turn left and walk along 




Kill the three men who come out of the helicopter 
and take their ammo, then carry on through the 
main room into the room beyond. Turn to your left 
and you will see a corridor with flames on the floor, 
these must be turned off using the switches on 
either side of the entrance - the right one must be 
used first, followed quickly by the left then without 
hesitation you must run to the end of the corridor 
and collect the machine piece, turn around and get 
out, without falling into the trapdoor halfway along 
- and all before the flames turn back on! When this 
is done, turn off the first set of flames and drop 
into the hole (left by the trapdoor) and collect the 
M16, once this is done return to room 6,7. 

6.7 


Turn right and head to room 6.8. 


to a gap in the railing, look down and you will see a 
blue keycard, to get this you will need to take a 
running jump straight at the wall and slide down into 
the hole containing the card. Other than the card 
there is nothing here to interest you, so go to the hole 
in the wall and climb in, follow the corridor until you 
see a ladder. This is the very same huge ladder that 
you climbed before, so follow the same steps as before 
until you are back on the walkway you just jumped off 
(to collect the blue pass), but this time head right and 
use the pass in the reader to open the door. 


6.8 

Push the crate out away from the door to reveal the 
place the machine chip must be put, this done the 
door will open so go through, but with your guns out. 

6.10 

Kill the two baddies and collect their ammo and 
health, then run to the far side of the room to 
collect your harpoon gun. When you have it dive 
into the pool and swim along the tunnel. 


6.7 

When you enter this area there are four dogs and a 
guy with a flame thrower lurking about, so take 
them out to be on the safe side and then go to the 
door on the opposite side of the room to the one 
you entered on and open it. 

6.8 

Get your guns out and kill the man just inside the 
door then turn to the pool and dive in. There is a 
tunnel at the bottom guarded by a diver, lure him 
out and kill him from the safety of dry land. When 
he is dead dive back in and swim into the tunnel, 
swim past the two gates and pull the lever, turn 
around and swim through the now open gate. 

Follow the tunnel around to the right until you see 
a lever, pull this and carry on around to the right- 
swim to the gate and it will open. Then turn left 
and you are back in the pool. Climb out of the pool 
and return to room 6.7. 

6.7 

Turn to your left and open the next door you come 
to, follow the steps up and go through the open 
door at the top. 


6.11 

At the end either kill the two frogmen with your 
new harpoon gun or swim to the surface and look 
for a place to climb out and shoot them from there. 
If you kill them with your harpoon gun you still 
have to climb out onto dry land - when you have, 
climb up another level and push the switch, when 
this is done return to room 6.10. 
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SOL ution 



^ i8 

When you surface and have clambered onto dry 
land get your guns out to kill the two bad guys 
who appear and then head for room 6.8, 


The door to the control room is now open so 
enter and pull the switch on the wall, this will 
activate the crane so you can get to the other 
side of room 6.8. 

When you reach the other side of the pool 
you will see a red pass card next to a spinning 
blade, do not try to pick this up or you will die, 
instead jump on top of the crates in the corner 
and then drop behind them to find a switch. 
When you have pushed it head to where you saw 
the helicopter take off. 




The helipad will have been raised allowing access 
underneath, so drop down and go through the 
doorway into a tunnel. At the end of the tunnel drop 
down again and get your guns out, kill the two men 
and collect the machine chip one of them drops then 
go out of any of the doors to find yourself in room 
6.7. Now head back to the spinning blade. 


SI? 

Use the machine chip in the machine behind the 
spinning wheel to turn it off allowing you to 
collect the last pass card, then head to the room 
under the helipad and use the card in the reader. 


After opening the door follow the corridor killing 
anyone who gets in your way until you reach a man 
lying on the floor walk up to him and the level is over. 


LEVEL 7:40 Fathoms 

As soon as you start turn around until you see 
some crates and barrels, swim to these and you 
will see they lead off into the murk. Follow the 
trail, avoiding the sharks, and you will come to a 
large metal structure. You are now looking for an 
anchor - hurry now you'll be getting short of 
breath - swim to the anchor and into the hole. 
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Swim to the surface and catch your breath, but 
don't hang around for too long because the sharks 
are after you, in the far wall is a hole leading into 
the next room. 

7,7 

As soon as you enter this room swim straight up 
and through into the next room. 

12 

When you enter this room look along the left-hand 
wall to see the next exit, keep moving because you 
need air and a shark is still behind you. 

lA 

There is a lever at the other end of the room on 
the same wall as the hole you came in through - 
swim to this and pull it, turn straight around to 
find a trapdoor has opened in the floor, swim 
through and you are safe from the shark but not 
from drowning. 

7.5 

Swim through this room and up through a hole in 
the ceiling. 

7B 

Finally, some air. Once your lungs are full again 
dive back under to the large group of crates and 
you should see an opening. 

1.1 

Swim through and climb out onto dry land, run 
down the corridor and pull the lever you will find 
at the end, then return to room 1.6. 

7.e 

You can now make your way to the other opening 
in this room with a few jumps, but before entering 
get your guns out and shoot the bloke inside from 
your vantage point. 

78 

Avoid the centre of this room for a minute and just 
collect the shotgun shells and the secret, then 
stand against a wall facing the trapdoor in the 
floor, run towards it but as soon as your feet 
touch, jump or you will fall through. The door 
should now be open so peer over the edge to see 
two baddies, shoot them from here then lower 
yourself down carefully. 

7.3 

Collect the medi pack and harpoons from the dead 
guys, then look around the top of the room for the 
way out, when you find it make your way up to the 
tallest block and take a leap of faith (you will make 
it) to the next area. 

7.1B 

This area is made up of inter-connecting 
corridors and will be referred to as if it were one 
room. On entering take the first right and run 
down to the right-hand turn, stop here and turn 
around, look up to see an opening in the ceiling, 
jump up to this and pull lever 1 inside. Climb 
back down and continue along the corridor, turn 
right at the end and carry on. On your left is the 
way out, but it is blocked by flames so these 
must be put out, ignore this and carry on to the 



end of the corridor, take a right and pull lever 2 


at the end. This has turned off two of the flames, 
so run back to where they were and pull lever 3 
on the left-hand wall. Quickly move back off of 
the grates because the flames do not stay off, 
take a right and run to the end of the corridor 
then turn left and keep going until you see some 
shallow water. A door on the wall has opened 
revealing lever 4, this lever turns off the other 
two flames so pull it and start running back to 
lever 2. When you reach it, pull it and go, head 
to where the flames were and if you were quick 
enough all the flames will be out and you can 
run past, if not simply repeat lever 4 and lever 2. 
Then it is just a case of pulling the final lever 
that opens the door. 

7.11 

Directly in front of you is a pool of water, drop 
into this backwards and be ready to climb out 
again when the barracuda rears its ugly head, 
shoot it and the water will be safe to swim in. 
Dive under then up through the trapdoor, keep 
going up until you reach a locked trapdoor then 
look around to find a lever, pull this and swim 
back down, in the bottom room you will find the 
trap-door has shut but another door has opened, 
swim into this and pull the lever to open the top 
trapdoor then swim back up to fill your lungs. All 
of this must be done on one lungfull of air 
because once you are through the first door it 
shuts behind you. 

7.12 

Climb out of the water and proceed along the 
corridor until you come to a hole then drop down. 

7.13 

Look for another hole, drop down again. 

7.14 

Turn to your right, you will see a large hole in the 
wall; head towards this and climb up using the 
crate as a step. 


















solution 





Pull the crate in the corner 
of this room towards the 
lever and you will reveal a 
key. Pick this up, and carry 
on moving the crate to the 
when you can reach it pull it 
the door and then exit back into 
Turn to your right and 
head to the locked door, 
use the key and 
enter the room. 


8.10 

Lower yourself 
into the room and 
move the crate so it is at the end of the row of 
crates, this will then allow you to pull the other 
crate out of the wall and go through into a tunnel. 


Pull lever 1, which will release a load of rubble into 
the previous room, and return into that room. 


7.14 

Look up to where you first entered this room to 
see that a previously unreachable door is now 
reachable, climb up to this and jump up through 
into this room. 


7.16 

Climb up to the hole in the wall and haul yourself up. 


7.17 

Pull lever 2 and return to room 1.13. 


7.13 

There is yet another room that was previously 
inaccessible, so climb up to it. 


7.18 

Pull lever 3 and return to room 1.14. 


7.14 

When you re-enter 1.14 look to your left to see a 
hole up on the wall, make your way over to it 
and climb in, follow the corridor until it ends at 
a large pool. 


7.19 

Dive in and swim down to the door on the left- 
hand wall where you will encounter a diver with a 
harpoon, lure him out into the open, swim up to 
the ledge you started on and shoot him full of 
lead. Swim back down and follow the tunnel along, 
but stop before you emerge in the next room and 
make sure your energy is full. 


7.28 

As soon as you emerge you will be attacked by 
two guys, one with a spanner and the other 
with a shotgun. Kill the shotgun wielder first 
but keep moving or his mate will cave your 
head in with pleasure, when they are both dead 


pick up the medi-pack, harpoon gun and 
shotgun pellets and pull the lever on the 
wall to open the last door, then run 
through 
to finish. 


five doors. The only ones you can open for a 
while are the ones with the wheels on and the 
first one you come to is empty, so go to the 
second door and enter this room. 


8.7 

Arrange the brown crate so you can pull 
lever, when you have done this 
out the crate to your right 
which allows you to reach the 
hole at the top of the room, 
follow the corridor along through 
killing the baddie on the 
and drop into room 8.9. 


8.11 

When you emerge at the other end walk carefully 
forward until you see four cracked tiles, as soon as 
you step on the tiles they will crack and drop and if 
you fall the hole you will be burnt alive - also, when 
you stand on the tiles, barrels will start to roll down 
the slope on the other side; this means you can't 
just run straight across. So the best way to do it is 
hop onto the first tile then hop back - this will get 
one lot of barrels out of the way, then jump over the 
hole you have just made and jump back, this will get 
rid of the other lot of barrels. Now it is safe to run 
across the two remaining tiles. When you are across 
run up the slope the barreb came down and jump up 
to the hole in the wall - oh no, more barrels! - but 
don't worry, just drop straight back down and they 
will go right over your head. When they have gone it 
is safe to climb up and collect a secret then return 
and turn right at the barreb. 


8.12 

Kill the goon and drop down the hole in the middle 
of the room onto a barge, then into the water. Pull 
the lever and quickly climb back out onto the barge, 
then up into the main room, quickly climb through 
the door that opened in the wall before it shuts. 


8.13 

Walk to the edge of the slope and step onto it, 
jump before you reach the trapdoor at the 
bottom because this will open revealing broken 
glass, and as you slide backwards down the 
other slope grab the edge and hold on, hang 
here for a while and the trap door will shut but 
you will be able to climb up through it 
(strangely enough), you can now jump up to the 


LEVEL 8: Wreck 
Of The 
Maria 
Doria 

i.l 

Kill the diver and collect the 
swim through the underwater tunnel to the 
next room. 


i.2 

Not much to do in this room 
the medi-pack and slide down 
but before you do make sure you have full 
health because you lose a lot when you hit 
the floor. 


u 

When you land ignore the pool behind you and run 
towards the archway into the next room, kill the two 
baddies and carry on to the right hand corner of the 
second room, here you must pull the two boxes out 
of the way to reveal two corridors. Take the right one 
first and follow the corridor until you come to a new 
room, get your guns out and drop out of the tunnel. 
As soon as you do two guys will come from the front 
and one will come from behind so some fancy 
footwork is required unless you want to get battered. 
When they are dead carry on to the next room. 


When you enter this room look out for the guy up 
on the balcony, kill him first and then look around 
for the other exit on the ground floor. Walk into 
this room carefully and then walk through the glass 
to the edge of the hole and turn so your back is to 
it, then hop off backwards and grab the edge and 
then drop again to grab the edge below, pull 
yourself up and collect the key, then return to 8.3 
and take the other tunnel. 


85 

Run to the back of the room and use the key in the 
lock, this will open a door next to you revealing a 
switch, press this and get your guns out to kill the 
baddie that appears. When he is dead run to the 
doors he appeared from and press the switch. Now 
return to room 8.4. 


8.4 

Run diagonally across the room until you see a 
small ramp which will allow you to climb up 
onto the balcony. When you are up on the 
balcony, turn left and drop off backwards to grab 
the edge, then shimmy along, past the door, to 
where the bad guy you shot is lying. Pull 
yourself up, and collect his bullets then run to 
the end of the balcony and jump across to the 
small section to collect a circuit breaker. Now go 
back and shimmy along to the door, enter the 
door and follow the corridor along until you see 
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next hole and pull the lever, when this is done 
return to room 8.12. 

8.12 

Climb up to the only exit you haven't been through 
and follow the corridor to the next room. 

8.14 

When you enter this room stand on the edge of 
the balcony and shoot the three dudes who are 
taking pot shots at you, when they are dead run 
around to the left and press the switch. As soon 
as you have pressed it jump backwards with the X 
button held until you fall off of the edge, you 
will magically land on the level below. Turn to 
your left and run to the next button, this will 
drain the room with the barge in it. When you 
have done this continue around the room until 
you find another circuit breaker, collect this, 
when you do a trapdoor will open allowing you to 
climb back up to the level above. Exit the room 
and head for room 8.12. 

8.12 

Drop down onto the now landlocked barge and open 
the door in the corner of the room, follow the tunnel 
along and up into another tunnel section. Run 
straight forward and drop down the next hole you 


come to, press the switch and climb out, run back 
along the tunnel and take the right turn and then 
right again until you drop into room 8.5. Kill the two 
baddies and press the switch you pressed right at the 
start of the level to shut the double doors, then 
climb back into the tunnel and turn left and left 
again, you can now collect the third circuit breaker. 
When this is done return to room 8.3. 

8.3 

Dive into the pool in the corner of the room and 
collect the medi pack, then follow the tunnel along 
and up until you see a lever, pull this and continue 
up. At the top quickly climb out and kill the three 
goons and walk into the next room. 

8.15 

As soon as you enter turn to your right to see three 
flames, and beside each flame is a hole to put a 
circuit breaker. As you insert each breaker a flame 
will go out allowing you to pull the crate out, 
which in turn allows you to reach a hole in the 
wall. When you have climbed up to the hole and 
shot the baddie inside, pull the lever and walk to 
the edge of the hole. From here you must take a 
running jump over to the large metal cylinder and 
then across to the next and again to the third, 
from here jump over to the hole in the wall and 



8.18 

Follow the tunnel along to some water, but don't 
dive straight in; instead look for the barracuda 
that is swimming around and kill it first, then it 
is safe to wade in. As you wade in the water turn 
to your right to find some harpoons, then go the 
opposite way and climb out of the pool in front 
of a locked door. 


B.i; 

A baddie will attack from your right so kill him and 
walk in to the main room, turn to your left and 
walk forwards until you see a door with a wheel, 
open this and enter. 


e.i8 

Pull the lever and exit the room. 


8.17 

Run almost straight to the opposite end of the 
main room where a door will have opened, run 
through this before it closes. 


8.17 

Again run straight forward towards room 8.18 but 
turn left before entering it, follow the tunnel along 
until you reach a hatch in the floor leading into 
some water. 


8.19 

Push the block into the back wall, pull the 
and exit. 


As soon as you dive in two sharks will attack 
you so get swimming and don't stop. Swim 
along the tunnel and take the first right, look 
carefully in this area for a key, then as soon as 
you have it make your way back to the hatch, 
obviously avoiding the sharks and barracudas 
on the way. 
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solution 



8.17 


Run back to the first locked door you saw in this 
area and use the key to unlock it. 

820 

Pull the lever and go to the pit in the middle of 
the main room. 

817 

On the other side of the pit is a switch that 
cannot be reached unless a block is moved 
underneath, the switch you have just pulled will 
allow you to do this as you can now get behind 
the block and push it into place. Pull the lever 
and head for room 8.20. 

8.28 

Climb up through the hatch that has opened in the 
roof and run along the corridor until you drop into 
a new room. 

8.21 

Turn to your right and drop down through the 
gap in the balcony, shoot the two baddies and 
run around to the doorway on the other side of 
the room to collect the M16 clips. When you 
have them slide into the water, making sure you 
miss the glass, and kill the two frogmen. With 
them dead look for a barrel on the seabed and 
swim towards it. Behind it is a cave, swim into 
here and follow it along (you may need a flare) 
avoiding the moray eels and the barracudas and 
swim out of the level. 

LEVEL 9: 

Living Quarters 

S.1 


You start this level from where you left the last 
one, which means you are underwater so start 




swimming forwards through the first archway, then 
turn to your left to find a lever, this must be 
pulled, then carry on swimming the way you were 
going and up onto dry land. 

82 

Turn to your left and walk forwards, shoot the goon 
who comes at you and carry on through the door 
on your left. 

S3 

Turn to your left and run to the end of the room, 
climb over the large block to your right and walk 
through the door in front of you. Follow the 
corridor along and drop down the hole, kill the 
two guys who come around the corner, and walk 
slowly out to where they came from. You must 
now hop back as some barrels roll down the slope. 
When they have stopped, another baddie will 
appear, kill him and walk out into the next room. 

a.4 

Run to the top of the slope and stop just before it 
levels out now turn to your right and take a running 
jump over the flames to hang on the ledge, shimmy 
along as far as you can to the right and let go, pull 
the lever and turn to your left and climb up. 

3.5 

Don't stop just go straight up the ladder and follow 
the corridor along. 



Pull the lever and drop through the hole in the 
floor, return to room 1.3. 

B 3 

Climb up onto the large block in front of you and 
then up onto the pistons themselves, make your 


way from one to the other until you reach the 
doorway at the top of the room. Follow the 
corridor along, killing any baddies on the way 
until you reach a pushable block, push this three 
spaces forwards and walk to you left to another 
block, push this out of the way and drop down 
the hole into 1.6. 

3.S 

Pull the lever to return the pistons to their original 
positions and then climb back up into the tunnel 
you have just dropped out of. Make your way back 
to the doorway at the top of 1.3. 

3.3 

Jump onto the pistons and continue to the end 
one, from here turn to your right to see a lever, 
take a running jump over to it and grab the 
edge, pull yourself up and then pull the lever. 
Jump back over to the piston and lower yourself 
down to the floor, now head for room 1.4 which 
is now underwater. 

n 4 

Pull the lever on your right as you enter 1.4 to 
open the door at the other end of the room. 

Swim to this door and then down through the 
hole in the floor. 

97 

Kill the frogman and use the air hole to catch a 
breath, then swim to the end of the cave and into 
a crevice, turn left and swim forwards close to the 
left-hand wall to avoid the eel hiding in a hole to 
the right. Pull the lever and get out for some air, 
don't swim to the air hole, instead swim almost 
straight up as you leave the eel's crevice to see the 
trapdoor you just opened, surface and climb out. 

3.8 

Move slightly to your left and shoot up at the 
baddie who is walking around on the ventilation 
pipes. Jump up onto the middle walkway and turn 
around to face the way you came, sidestep to the 
left until you are under the ventilation pipe where 
it starts to tilt upwards, do a standing jump over 
to the pipe in front of you and haul yourself up. 
Run to the right and then turn to the left to see a 
doorway in the wall, take a running jump over to 
it and follow the corridor. 

39 

Kill the goon and go down the first corridor on 
your right, walk to the edge of the hole in the 
floor and jump forwards to grab onto the edge, 
pull yourself up and walk forwards to stand on a 
cracked tile. You will fall through into a pit 
containing a secret, collect this and walk slowly 
through the glass to the hole and jump out, 
return to where you killed the goon and go 
down the other corridor, turn left and slide 
down the slope and jump off the cracked tiles 
before they break and turn left. 

3.10 

Kill the barracuda in the pool in the middle of the 
room and walk in, in the corner of the pool is a 
cracked tile stand on this and swim through the 
hole it leaves to find another secret. When you 
have collected it swim back out and continue 
through room 9.10. 
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solution 


Bn 



8.11 

Walk almost straight forward to two sloping 
pillars facing each other. In the middle of these 
is a cracked tile - jump onto this and you will 
drop down a little bit, now position yourself so 
you can sideflip out of the hole. Look up the 
slope to see a crack in a block that you can grab 
onto and shimmy along. When you have done 
this pull yourself up onto the flat part and jump 
towards the back of the room; in the highest 
corner is a doorway, drop through and turn right. 

s n 

Shoot the goon who is coming down the ramp to 
your right and then go up the ramp turning left at 
the top into room 9.13. 

3,13 

Shoot the guy with the shotgun from up on the 
balcony and then run to the far end of the 
balcony, to your left you should see a crate (if 
you don't you are in the wrong place) which 


needs to be pulled towards you, then jump off 
the balcony and run around to your left. Kill the 
two dudes and drop into the empty pool, there 
is a crate in the corner that needs to be pulled 
out to reveal a key, when this is done return to 
the balcony and turn left up a tunnel, follow 
the tunnel around into a corridor. 

3.H 

Here you will find the lock that fits the key so use 
the key and go through the doors that open. Here 
you can go either left or right, but as they both 
lead to the same place it doesn't matter. 

SIS 

Kill the baddies in the seating area and then jump 
over to the hole in the wall, kill the two dudes in 
here and pull the switch. Return to the main area 
and head for the stage where the curtain has been 
pulled back to reveal a corridor. Kill the baddie and 
run to the block at the end, pull it out one space 
and hop on top of it, turn to your left and drop into 
the next room. 



s.ts 

Turn to your left and light a flare, walk to the edge 
of the pit and jump over it, push the switch and 
return to 9.13. 

Et3 

The pool is now full so jump in and swim to the 
other side, climb out to finish the level. 


LEVEL 10: The Deck 

to.i 

From the start run straight forward and jump out of 
one of the windows. When you land in the water 
swim to the left and climb out onto a platform, 
from here turn to your right and climb up and 
around to find a key. When you have it dive into 
the water and through the tunnel to your left, 
follow the tunnel along until you surface. 

102 

Climb out and kill the goon, then turn to your left 
and drop down onto the floor. Turn to you right 
and run along until you see another baddie, kill 
him and carry on the way you were going until you 
see some crates. These need to be shuffled around 
to find a door and a hole for your key, use the key 
and enter the room. 

m.d 

Run down to the bottom of the room and drop into the 
water, swim along the tunnel until it turns right. Here 
there is a lever that must be pulled, when this is done 
return to the surface and climb out, leave the room. 

IB 2 

Turn right and run to where you killed the second 
baddie, climb up and run to the end of the raised 
section, stand on the trapdoor and you will fall 
through. Follow the corridor along to a ladder, 
climb this and pull the lever at the top, return to 
room 1.3. 
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solution 




Kill any remaining baddies then check the two 
back corners of the deck for M16 clips and uzi 


ia.3 

Again run down to the bottom and drop down the 
now dry hole, follow the tunnel along to find a 
moveable block, pull this towards you two spaces and 
go through the doorway, 

10.4 

Follow the tunnel along and climb out into a cave, run 
straight forward until you come to a underground lake, 
wade in and kill the two divers then look for a place 
to climb out on the left-hand side with some crates on 
it. When you have found it kill the dude who comes 
out from behind the crates and collect the ammo. Dive 
into the lake and swim to the deepest end; here there 
should be some reeds, and in the middle is a secret. 
When you have it climb back out by the crates and 
turn to your right, run forwards until you come to a 
small pool separate from the rest, on the other side of 
this is a cave, which is where you want to be. Follow 
the tunnel along until you reach a baddie, kill him and 
carry on up the tunnel, at the top you will see a medi 
pack and a hole in the floor. Look carefully down the 
hole and you win see the yellow boat, now making 
sure you have full energy (and I mean full, not nearly 
full), lower yourself over the edge of the hole and let 
go. You will land in the boat and you can now collect 
another key, then return to the tunnel and take the 
left turn around where you killed the baddie, and climb 
up the cliff up to the top deck. 

Isp Besii 

When you drop down onto the deck climb out of the 
pit and run straight forward down the alley and kill 
the baddie. As you reach the end of the alley another 
goon will appear; shoot him and turn to your left. 

Run along to some benches and look in the hole 
behind them to find some grenades. Continue the 
way you were going until you reach the edge of the 
top deck, shoot anybody you can from your vantage 
point and drop down onto the middle deck. 


lower-MMiile Deck 

Walk to the front of the deck and turn towards the 
large chunk of rock; line yourself up with it and 
take a running jump over to it, now do the same 
over to the next rock and then finally over to the 
huge rusty structure. 

10.2 

When you are safely on the rusty plateau run 
straight ahead and stop on the edge, turn around 
and drop off backwards and grab the edge. Below 
you is a crack in the wall which you need to get 
down to, so let go of the top and grab the crack as 
you fall. Now shuffle along until you can pull 
yourself up, turn to the left and take a running 
jump over to the hole in the cave wall. Follow the 
tunnel along to a large cave. 

10.S 

To get up this slope you must jump from platform 
to platform until you reach the top, if you miss a 
platform you slide back down so take your time to 
avoid frustration, when you reach the top two guys 
will attack, kill them and continue along the 
tunnel. Eventually you will come to an opening 
looking out over the top deck, walk to the edge 
and line yourself up with the 
nearest part of the cabin roof. ^ 

TCP Deck 

Take a running jump and 
grab the edge, then haul 
your butt up and run to 
the right. Follow the roof 
around and 
jump the gap 


Deck 


bullets (the M16 clips are hidden behind a crate), 
when you have done this go to the swimming pool 
in the centre of the deck and kill the barracuda, 
dive in and swim to the corner of the pool to 
make a secret door open, inside is a diver and a 
secret, so kill the diver and collect the secret. 

Then climb out and walk to the front edge of the 
deck and shoot anyone you can see from here and 
lower yourself down on the right-hand side. 


over to a trapdoor, step on the trapdoor and you 
will fall through. 


Ifl.B 

Kill the baddie and follow the corridor around 
until you see a box, move this and press the 
switch behind it, then leave the room. Kill the 
goon and turn to the right, turn right at the end 
of the alley and run along until you see an open 
door on your right. 


18.7 

Enter the room and use your key in the lock to 
open the door. 


10.8 

Walk carefully into the room and turn to your 
left, light a flare and you will see that most of 
the floor is cracked tiles and the switch is on the 
other side; so the best way to do it is run to the 
switch on one row of tiles and after pressing the 
switch run back on the other row - this is fairly 
easy as long as you keep moving. When you have 
got safely back, look out of the door to see a 
baddie with a stick. Kill him and leave the room, 
then head for room 10.6. 


18.6 

Do not enter 10.6, instead go into the door 
opposite which is now open. 


Follow the corridor along, climb up onto the blocks 
at the end, turn to your left and follow the tunnel 
along. Eventually you will come to a large hole in 
the floor, look over the edge and you will see a key. 
Drop down and collect it and make your way, 
carefully, down to the floor of room 10.2 killing any 
baddies on the way. 


18.2 

In one of the corners of this area is a locked door. 
Find it and use the key to enter. When you are 
inside pick up the seraph to finish the level. 9 








HIHItips 


Tip UK BamuK 

With games becoming increasingiy difficuit to finish, we’ve an essentiai coiiectinn nf mini-tips tn 
heip tip the baiance in ynur favnur. If there’s any nthers ynu’d iike tn see, drop us a iine 



4 TTW of Empires 

^ l-Ll-l ^ Press Enter to 
activate the chat mode and then 
type in any of the following codes 
(case sensitive): 

DIEDIEDIE - Kill everyone 
RESIGN - Resign from the game 
REVEAL MAP - Reveal Map 
PEPPERONI PIZZA - 1,000 food 
COINAGE - 1,000 gold 
WOODSTOCK - 1,000 wood 
QUARRY - 1,000 stone 

^nrn^ Beasts and 
Bumpkins 

Cheat Mode 

Type 'KNEELBEFOREME' at any time 
during the game, a sound will 
confirm the cheat mode. 

Press Fll once to enter the edit 
mode and then type in any of the 
cheats below; 

-G - Lots of gold 
-ol03 - For man or woman 
-Olio - For a cow 

-c - To duplicate the last created object 
-Ctrl-F6 - To remove the fog of war 
Press Fll once more to enter the 
Script mode. 



Type Toadmission', then press Enter, 
then the number of the mission to 
load, 1 to 30. 

Press Fll again to exit the cheat mode. 

Carmageddnn Cheats 

AT the main menu screen type 
ENABLE(quickly) to be given access 
to all tracks and vehicles. You can 
now use all of the other cheats in 
the game... 

First of all, when the race starts 
use F4 to cycle through the modes 
untill CHEAT MODE appears. Then 
all the following cheats will 
become availiable: 

F5 Total repair 

F6 Toggle invulnerability on/off 
F7 Adds 30 seconds to the timer 
F8 Freeze/Unfreeze timer 
FIO Increment lap counter 
Fll Earn 5000 credits instantly 
F12 Switch between each opponent's 
camera and your own 

SHIFT-F6 Show opponents on map 
SHIFT-F7 Adds 300 seconds to timer 
SHIFT-F8 Toggle shadow between 
none/your car only/all cars 
SHIFT-FIO Increment 
checkpoint counter 
SHIF-Fll Lose 5000 credits instantly 

Power-ups 
0 Bonus 

1 Mega bonus 

2 Pedestrians glued to ground 


3 Giant pedestrians 

4 Explosive pedestrians 

5 Hot rod 

6 Turbo pedestrians 

7 Invulnerability 

8 Free repairs 

9 Instant repairs 

SHIF-0 Timer frozen 

SHIFT-1 Underwater ability 

SHIF-2 Time bonus 

SHIFT-3 Oh dear, bodywork trashed 

SHIFT-4 Blow yourself up 

SHIF-5 Frozen opponents 

SHIF-6 Frozen cops 

SHIF-7 Turbo opponents 

SHIFT-8 Turbo cops 

SHIFT-9 Gravity has gone strange 

ALT-0 Pinball mode 
ALT-1 Wall climber 
ALT-2 Bouncey-bouncey 
ALT-3 Oh dear, jelly suspension! 
ALT-4 Pedestrians shown on map 
ALT-5 Pedestrian extro-bastard ray 
ALT-6 Greased tyres 
ALT-7 Acme damage magnifier 

SHIF-ALT-2 Instant handbrake 
SHIF-ALT-4 Turbo 
SHIF-ALT-5 Mega-Turbo 
SHIF-ALT-6 Blind pedestrians 
SHIFT-ALT-7 Pedestrian respawn 
SHIFT-ALT-8 Five free recovery vouchers 
SHIFT-ALT-9 Solid granite car! 

CTRL-0 Rock springs! 

CTRL-1 Drugs! 

CTRL-2 Grip-o-matic tyres 
CTRL-3 Pedestrian harvest 



doling out too many black marks to 
you, get yourself a level two house 
and make the tenants the 'punks'. 
After a short time, the 'punks' will 
start to complain about a hedge 
and you'll be given some more 


black marks if you don't reduce the 
rent considerably. 

If you do this you'll receive some 
white marks. With this done, put 
the rent back up and then wait for 
them to start complaining again. 
You can repeat this trick as often 
as you like, helping to build up 
hundreds, or even thousands of 
white marks. 



Mission 1: Shoot the hanger floor to 
uncover a secret area. Besides 
extras, you will also find a teleporter 
switch which will take you to the 
final mission of this Area. 

Mission 2: Blast the hillside between 
the two trees located at your 4 
o'clock when you start the mission. 
Mission 4: Take a closer look at the 
church clock - it works! Destroy the 
steeple of the church to obtain 
some extras. 

Mission 5: As you are going up to 
the village you will see a single tree 
on your left. Shoot the base of the 
mountain behind the tree and a 
secret place will be revealed. Here 
you can switch between the 
helicopter and the tank. 

Mission 6: Return to the tunnel you 
passed through before the mission 
started. Destroy the giant fan, it is 
blocking the entrance to a secret area. 
Mission 8: Descend to the castle 
ruins for some more power-ups. 
Mission 12: Go in the opposite 
direction as the green arrow is 
pointing to get some extras. 

Operation Area 2 

Mission 1: At the beginning of the 
mission you can reveal a secret area 
if you turn round and shoot the wall 
behind you. 

Mission 3: When the mission starts, 
turn round and take out the gun 
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turret in the alcove. Then destroy the 
wall behind it to reveal a secret area. 
Mission 9: At the start of the mission, 
turn round and shoot the gate on the 
back of the rock bridge. 

Operation Area 3 

Mission 1: Descend into the volcanic 
craters to find some extras. 

Mission 2: Blast all of the crates in 
the first room. At the end of the 
mission there is an entrance to a 
secret room on your right. 

Mission 3: First fly to the aircraft 
carrier to collect the power-ups. 

Next go to the border of the 
mission area. Wait a short time and 
you will see an airliner 
approaching. Shoot him down with 
a guided missile and then check out 
the beach. In the jungle you will 
come to a fork in the road; shoot 
the tree with the birds in it. 

Mission 4: Destroy the statue in the 
village for some additional power-ups. 
Mission 5: When you come to a cave 
with a shattered bridge, descend to 
collect some extras, then fly straight 
ahead and shoot the apparent dead 
end to enter a secret area. 

Mission 6: One way to complete 
this mission is to first destroy 
the generator. 

Mission 7: You'll find extras behind 
the first moving wall and after you 
shoot a hole in the cave wall above 
the rock. 

Mission 8: Drop down into the highest 
crater and revisit the hall found in 
Mission 2 for some nice surprises. 
Mission 9: At the moving walls go 
straight, then down, then straight 
and blast a hole in the end of the 
tunnel for some extra ammo. 

Operation Area 4 

Mission 1: Shoot gate number three 
to collect some more extras. 

Mission 6: In the room with the 
descending ceiling, there is a secret 
passage to the right. 

Mission 8: Shoot the wall by the 
ramp next to the left generator to 
get a few power-ups. 

Mission 9: Some of the walls hide 
secret rooms. Start shooting to 
find them. 

Operation Area 5 

Mission 1: Kill the two friendly 
helicopters after they help you. 
Mission 2: Under the rock bridge is 
an entrance to a secret room. 

Mission 3: Check out the area where 
the tanks are coming from. 

Mission 10: A the beginning of the 
mission, fly to the right just outside 
the tunnel for some extras. 

Operation Area 6 

Mission 4: Follow the ice path to a 


cave that hides some extras. 

Mission 6: Find the bridge on your 
radar and then go up to collect 
your bonus. 

Mission 7: Shoot the right corner of 
the large building for help in 
defeating the final boss. 

Network Play 

Use the name HAMMER when you 
begin a network game. You'll be able 
to use a unique series of pre¬ 
recorded messages. 

The Cheats 

Type 'oh dear' over the main menu 
to activate the ALTl to ALTO cheats 
as follows: 

ALTl-Full ammo 
ALT2-Upgrade current weapon 
ALT3-Full energy 
ALT4-Indestructible 
ALT5-W0W!!!! 

ALT6-Mission completed 
ALT7-Deactivate enemies 
ALT8-Heli-mode 
ALT9-Tank-mode 
ALTO-Speeeee 



ignition 

Type in the following words at the 
main menu screen and you should 
hear a signal letting you know the 
relevant cheat has been activated; 
BANARNE - High cars. 

SKUNK - See only wheels. 

FILMJOLK - Ignition on acid. 
SURMULE - Get all options, and all 
the tracks. 

SVINPOLE - Extreme closeup. 
SLASKTRATT - Get super cars 

Jedi Knight: 

Dark Forces 2 

If the force isn't quite with you, type 
't' to go to the command console and 
simply enter any of the codes listed; 
KILL - Kill yourself 
REDS - All weapons 
BACTAME - Full health 
WAMPRAT - All items 
lAMYODA - Light force master 
SITHLORD - Dark force master 
YODAJAMMIES - Full force 
ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOONKING - Both light and dark 
force powers 

DEEZNUTS - Next force level 
JEDIWANNABE ON - God mode 



Little Big Adventure 2 

A simple, but extremely useful 
cheat this one. Hold down the 
Shift key and type TWINSEN'S 
BACK to get infinite amounts 
of everything. 

Need Fur Sneed II 
Special Edition 

At the main menu screen, enter the 
following codes; 

BOMBER - A 50s-type chevy 
TOMBSTONE - Daytona car 
FZR2000 - Futuristic car 
RUSHHOUR - More traffic 



Follow these simple instructions to get 
a player with 99 ratings all around: 

1 Create a player called Kelly Ryan 

2 Set his weight to 150 

3 Set his position as a forward 

4 Set his jersey number to 1 

Now exit and then re-enter the 
'create player' mode and he will have 
99 ratings for everything. 

Redneck Rampage 

There's a number of cheats for this 
game all of which can be typed in at 
any point during the game; 

BUBBA - An aiming site 
RDALL - Have all keys, ammo, 
health etc. 

RDBETA - Message 'Eat me!' 

RDELVIS - Message 'Elvis Lives!' 
RDGUNS - Get all guns 
RINVENTORY - Get all inventory 
RDKEYS - Get all keys 


Shadow Warrior 

Try these codes and kick some ass: 
SWGREED - God mode with all items, 
ammo and weapons 
SWCHAN - Press 3 to fly 
SWGIMME - All items added 
to inventory 

SWTREKxx - Warp to any level 
(xx being the number of the level) 
SWGHOST - Clipping 
SWMAP - Automap 



Tntal Annihilatinn 

Press enter to get to the message 
screen and then press + followed by 
typing in one of the following codes 
(remembering to press enter again 
afterwards to activate it); 

ATM - Increase metal and energy 
by 1000 

Radar - Acts like 100% 
radar coverage 

DoubleShot - Two times damage of 
all weapon fire across board 
NowISee - Exposes map and turns 
line-of-sight off 

jnrn^ Turok: Dinosaur 
^iJliPRuntcp 

Go to the main menu and enter any 
of the following codes under the 
Enter Cheat option: 

THSSLKSCL - God mode 
CMGTSMMGGTS - All weapons 
BLLTSRRFRND - Unlimited weapons 
FRTHSTHnRLSCK - Infinite lives 
RBNSMITH - Big heads, invincibility, all 
weapons, unlimited ammo and credits 
SNFFRR - Disco mode 
DLKTDR - Wireframe mode 
THBST - Gallery 
FDTHMGS - Credits 


iBASS 




A 
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A Potential 
Deathtrap? 

Win A Pentium 
PC Wnrth 
E1500! 












QUESTIONS: 

What is the name of the 
female character in 
Deathtrap Dungeon? 






Eidos recently released the 
sequel to which best selling 
adventure game? 




EIDOS’ 98 
LINE-UP 

If you've read the news this 
month (if not, why not!) then 
you'll know that Eidos are not 
only preparing to release 
Deathtrap Dungeon, but also a 
string of other games. They've 
gained the rights to Final 
Fantasy VII, which has already 
proved to be a hit on the 
PlayStation. Other games 
soon to be released by the 
company include Flying 
Nightmares 2 and Dominion: 
Storm Over Gift 3. Blimey, 
can't Eidos stop churning out 
games for just a minute? 





n s you have probably 

realised by now, Eidos 
are preparing for the release of 
the eagerly awaited Deathtrap 
Dungeon. To coincide with the 
game's release, we have teamed 
up with the company to offer 
one rather lucky winner a 
Pentium PC, worth £1500. 

Imagine - you'll be able to 
play all those games you never 
thought you could, thanks to 
your blisteringly fast new 
Pentium. And how can you 
win? By answering a couple of 
questions. Easy as pie. 

Once your brain has been 
teased by our mind boggling 
questions (yeah, right) simply pop 
your answer on the back of a 
postcard or sealed down envelope 
(avoid licking or you may get a paper 
cut on your tongue) to: 

A Potential Deathtrap, Ultimate 
PC, Rapide Publishing, 1 Roman 
Court, 48 New North Road, Exeter, 
Devon, EX4 4EP. 

A New Croft? 

Tomb Raider's Lara Croft has turned 
most PC gameplayers into 
gibbering, mouth-foaming 
addicts, but that could 
all change. A new M 
chick is coming to ^ 

town, as Eidos f 
prepare for the £ 
release of 


Deathtrap Dungeon, set to hit the 
shops this February. 

Combining third-person 
exploration with intense combat 
and a gripping storyline, the game 
is Eidos' current flagship title. 
There's no doubt that it's a tall 
order to beat its sister game. 
Tomb Raider 2 - which hit the 
top of the PC games charts as 
soon as it was launched - but 
as our review this month 
confirms. Deathtrap Dungeon will 
certainly be a huge success. 

If you didn't already 
know. Deathtrap Dungeon 
is based around Ian 
Livingstone's fantasy book by 
the same name. If you enjoy 
the kind of game which 
involves running around, 
shooting nasty monsters, and 
generally killing everything 
around you, then chances 
are you'll love Deathtrap 
Dungeon. The object of the 
game is simple - survive and 
get out of the dungeon that 
you're stuck in! 
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The picture does not 
necessarily represent the 
actual prize, but is merely 
representative of the kind 
of prize on offer. The 
actual prize may differ 
from the one shown here. 
The exact specifications of 
the PC are P200MMX, 32MB 
RAM, 12X CD ROM 

Drive, 2GB Hard 
Drive, 15" 
Monitor, 

• ^ Speakers, 

0' Keyboard, 

/ Mouse and 
Windows '95. 


DISCLAIMER 


RULES 


1. Employees of Rapide 
Publishing are not allowed 
to enter 


2. Entries must be 
postmarked no later than 
28th February 


3. Multiple entries are 
forbidden - so don't waste 
your money on the postage! 


4. The editor's decision 
is final 
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Yes! Please rush me a copy of The Pocket Book of PC Solutions Volume 2 - the price of £10.99 per book includes P&P 
Please return this coupon together with your payment in a sealed envelope to the following address: 

PC Solutions Volume 2 Book Offer, Rapide Publishing 1 Roman Court 48 New North Road, Exeter, Devon, EX4 4EP 

All prices include postage and packing. 

METHOD OF PAYMENT 


Name: . 
Address: 


Postcode: 
Signed:.. 


. Telephone: 


□ Cheque (made payable to Rapide Publishing) 

□ Postal Order (made payable to Rapide Publishing) 

Please charge my credit card: DlZ/sa D/lccess 
Card/Vo; □□□□ □□□□ □□□□ 

□ □□□ □□□□ Expiry Date: . 

Number of books required: PC Solutions Volume 2 . 

Total amount £ . 




Please allow up to 28 days for delivery. 


Signature:. 
Date: . 
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ns cracker! 


OX YOLR FREK 

i:n llpMOXTH: 


Prices/Copies Ordered: 


Issue One: £3.50. Issue Two: £4.50. Issue Three: £4.50 . 

Issue Four: £4.50 . Total Price: £. 

Please send me.issue[s] of Ultimate PC 

Name. 

Address. 


Postcode.Tel No. 


Method of Payment 

D Cheque (made payable to Rapide Publishing) 

□ Postal Order 

Please charge my credit card: O Visa Q Access 

Card No:. 

Expiry Date:. 

Date: . 

Signature:. 
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ssue one was a 
resounding success, 
with the magazine flying off the 
shelves at a rate of over 2000 a 
day. This may have been down to 
the cover CD, which included an 
exclusive Resident Evil demo and 
a playable demo of Constructor, 
Then again, it could have been 
because of the in-depth interview 
with Deathtrap Dungeon creator 
Ian Livingstone. Or perhaps the 
30 full reviews. Or the Premier 
Manager tips. Or the Unreal, 
Quake II and Tomb Raider II 
previews. Whatever the reason, 
this baby was packed, so if you 
missed it first time around, don't 
let it slip through your fingers 
again! Just send your payment 
with the completed form to: 
Ultimate PC, Rapide Publishing, 1 
Roman Court, 48 New North Road, 
Exeter EX4 4EP ■ 


I Y I ith an exclusive preview 
HiiiA of Westwood's stunning 
Blade Runner, and a world 
exclusive review of Perfect 
Assassin, issue two of Ulhmate PC 
carried on where the first one 
left off. With over twenty full 
priced reviews, numerous 
previews, a complete solution to 
EA's Little Big Adventure 2 and 
up-to-the-minute news on the 
best upcoming titles, it's the 
definitive PC gaming bible. 
Coming with a free demo CD and 
a 16 page Tomb Raider II 
supplement it has everything the 
serious gamer needs and at just 
£3.50 it offers real value for 
money. If you're tired of paying 
through the nose for other 
magazines, and want a quality PC 
gaming magazine at an 
affordable price, then Ulhmate PC 
is the magazine for you! ■ 


U n exclusive Men in 
Black review was just 
one of over 20 in this bulging 
issue. Amongst the others was 
Sid Meier's Gettysburg!, Total 
Annihilation, Worms 2 and Jedi 
Knight: Dark Forces 2, 

For those of you who need a 
helping hand through your 
games, there's also solutions to 
The Feeble Files and Excalibur 
2555, as well as a tips guide to 
Dark Colony, As if all that 
wasn't enough, featured on the 
cover are two CDs crammed with 
all the latest playable demos. 
Included amongst these are; 
Jedi Knight, Screamer Rally, 
Broken Sword II, Shadows of the 
Empire, Pax Imperia, Hexen II, 
Incubation and CM 97/98, All 
this at the stunning price of 
just £3.50 - what more could 
any gamer need? ■ 


he exclusive review of 

_GT Interactive's 

definitive platformer, Abe's 
Oddysee and a full review of 
the superlative Tomb Raider II 
were the highlights of this 
stunning Christmas issue. Other 
Christmas crackers included 
Screamer Rally, Upnsing, Actua 
Soccer 2, Grand Theft Auto and 
THQ's Pax Impena - all of 
which were fully reviewed. 

With a fully working version 
of the Tomb Raider II demo and 
an enthralling Men in Black 
demo, the Ultimate CD continued 
to maintain the high standard 
set by that on issue one. 

With 164 pages of PC news, 
previews, reviews and tips and 
a CD packed with all the best 
demos, issue five of Ultimate 
PC is the essential read for the 
die-hard PC gamer. ■ 
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New Year’s resolutions rarely last longer than the hangover, 
but our resolve to bring you the very best in PC gaming remains strong, 
as you’ll find out next month in our bumper February issue. 


FI 

ince its Launch over 18 months ago. Command and Conquer has reigned as the king 
HtaMJI of strategy games - but is its rule about to be shattered? We reckon so! With its 
first-person perspective, Activision's Battiezone brings real-time strategy into a new 
dimension and takes the genre to new heights, dust how impressive it is will be revealed next 
month when we go Stateside for an exclusive review. 

In February's packed issue, we'll also be taking a look at some of next year's 
hottest prospects, including Ultimate Civilization II, Carmageddon II, War of 
the Worlds, X-Files and Daikatana. Aside from Looking forward, we'll also be 
taking a nostalgic look back at some 1997's best releases as we announce 
the Ultimate PC Reader's Awards. Who will be number one when all the 
forms are in and all the votes counted? Carmageddon? Dungeon Keeper? All 
will be revealed on the 31st January. 



ULTIMATE PC I ISSUE five I January 1998 


Issue six 

On sale January 31st 
Don't Miss It! 

























PRICE! CHOICE! QUALITY! SERVICE! 


THESE HAVE MADE US ONE OF THE URGEST SUPPLIERS 
OF COMPUTER SOFTWARE IN THE COUNTRY TODAY!! 


PRICES 


NCLUDE VAT 


HOME & REFERENCE 


MICROSOR SPECIAL OFFERS 




‘‘£32.99^^^* , 

£69.99 


lOfftoB 


Lucas arts archives - Indiana jones fate of atuntis, sam n max, day 

OF THE TENTAaE, REBEL ASSUALT SPECIAL EDITION, STAR WARS SCREEN SAVER 
PLUS DEMOS OF FULL THROTTLE, DARK FORCES, REBEL ASSAULT 2, THE DIG AND TIE 
FIGHTER COllEaORS CD. ALL THIS FOR JUST £28.99 

'30 Ultra Pinball 3......'.“Z.E?] .99 

6881 Ahack Kiufr. £28.99 

7th Legion.£28.99 

ActuaGoif 2. £25.99 

Actua Soccer 2.£25.99 

Age of Empires.£33.99 

AH64-D Longbow Gold.£19.99 

AH64-D Longbow 2.£28.99 

Amiga Emuiator CD (+100s OF Amiga games).£ 14.99 

Atlantis.£28.99 

Atomic Bomberaaan.£17.99 

Baku Baku Animal.£16.99 

Battlecruiser 3000AD.£9.99 

Battleground Shiloh/Gettysburg/Ardennes.£19.99 

Battleground Waterloo/Antietam/Napoleon in Russia...£25.99 

Bahle Isle 4 ■ Incubation.£21.99 

Battles oe Alexander.£25.99 

Beasts & Bumpkins.£27.99 

Betrayal 2.£26.99 

Blade Runner.£28.99 

Bridge Master Classic with Omar Sharif.£29.99 

Broken Sword 2.£28.99 

Bust amove 2.£16.99 

Carmageddon.£26.99 

Caraxageddon SPLAT! Pack.£13.99 

Cart Precision Racing (Microsoft).£33.99 

Cat2 2.£16.99 

Championship Manager '97/'98.£17.99 

Chasm - The Rift.£19.99 

Chessmaster 5500.£26.99 

Civilisation 2 Collection - Civilisation 2, Conflicts in 
Civilisation, Fantastic Worlds & players guide...£29.99 

Civilisation 2.£17.99 

Close Combat 2: A Bridge Too Far.£32.99 

Combat Chess.£24.99 

Commanche 3.0 (Novalogic).£29.99 


Command & Conquer.£13.99 

Command & Conquer Red Alert Collectors Edition£27.99 

Quench: 1000 extra levels for Red Alert .£9.99 

Counterstrike - official Red Alert Data Disk.£12.99 

Aftermath - official Red Alert Data Disk . £12.99 

Covert Operations - official C&C Data Disk.£12.99 


Conquest Earth.£27.99 

Constructor.£27.99 

Crusader; No Regrets.£19.99 

Dark Colony.£24.99 

Dark Earth.£29.99 

Dark Forces 2: Jedi Knight.£28.99 

Dark Reign.£26.99 

Diablo.£27.99 

Diablo Hellfire: Official Data Disk.£12.99 

Diablo: The Green Portal Toolkit & Cheat Pack.£16.99 

Die Hard Trilogy. £28.99 

Dogz2. £16.99 

Doom 2 + Ultimate Doom + 3000 extra levels!!.£15.99 

Dungeon Keeper. £28.99 

Deeper Dungeons Data Disk for Dungeon Keeper .£13.99 

EA Cricket '97: Ashes Tour.£24.99 

EA Compiution ■■ Ultima 7, Ultima Underworld, 

Populous 2, Space Hulk, Mahjong and 4 others...£19.99 

Extreme Assault.£21.99 

Extreme Power Pack 2 - Tomb Raider, Z, FIFA '97.£31.99 

FI Racing Sim (Ubisoft).£27.99 

FI 6 Fighting Falcon.£25.99 

F22 Raptor A.D.F(TFX3).£27.99 

FA-18 Hornet.£24.99 

Feeble Files.£25,99 

FIFA Road to the World Cup '98.£28.99 

Fifa Soccer A^nager.£26.99 

Fighters Anthology.£28.99 

Fighting Force.£27.99 

Flying Corps Gold.£20.99 

Forgotten Realms Archive: Eye of Beholder 1,2, & 3, 

Dungeon Hack, Pool of Radiance, etc, etc.£23.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX.£31.99 

Fragile Allegiance.£14.99 

Gene Wars.£15.99 

G-Nome.£10.99 

G PouCE.£29.99 

Goosebumps.£32.99 

Goosebumps - Ahack of the Mutant.£25.99 

Grand Prix 2.£19.99 

Grand Prix 2 + Grand Prix Manager 2.£29.99 

Grand Prix Manager 2.£12.99 

Track Pack for Grand Prix 2.£14.99 

Hardcore 4X4.£24.99 

Hardwar.£24.99 

Heavy Gear.£28.99 

Heroes of Might & Magic 2.£26.99 

Heroes of Might & Magic 6......»....».»..........„....£28.99 

Heroes of Might & Magic 2 Data Disk.£14.99 

Hexen2.£27.99 

Holiday IsiAND.£16.99 

Ian Botham Cricket.£19.99 

iF22 Raptor.£26.99 

Ignition.£20.99 

iMlA2 Abrams.£22.99 

Imperium Galactica.£25.99 

Interstate 76.£27.99 

I War.£27.99 

Jo Guest Love Bytes.£16.99 

Jonah Lomu Rugby. £19.99 

Jurassic Park 2: Lost Worlds.£16.99 

Kings Quest CoufaiON 1-6.£15.99 

Lands OF Lore 2.£27.99 

Lego Island.£21.99 

IfBURE Suit Larry 7.£25.99 

Lighthouse.£19.99 

Links LS '98.£27.99 

Little Big Adventure 2.£28.99 

Lords of the Realm 2 Royal Edition.£25.99 

Lords of the Realms 2 Data Disk.£9.99 

Magic the Gathering & Spells of Ancients data disk ..£29.99 

Magic the Gathering.£21.99 

ManxH.£29.99 

Masters of Orion 2.£24.99 

MDK.£17.99 

SALES LIMSS OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am-4pm 

HO qWBBU EXCHANGE POUCr\F YOU 

ARE UNHAPPY WITH YOUR PURCHASE FOR 
ANY REASON, SIMPLY RETURN THE ITEM IN 
PERFEa CONIdITION within 48 HOURS OF 
RECBPT BY RECORDED DELIVERY AND 
SUBJEa TO A FEE (10% OR MINIMUM £4), 

WE Will SWAP IT FOR ANOTHER ITEM.nHfS 
OFFER APPUES ONLY TO ITEMS USTED IN 
OUR MOST CURRENT ADVERTS. WE RESERVE 
THE RIGHT TO REFUSE EXCHANGE IF THE 
ITEM IS NOT RECEIVED BACK IN PERFEa 
CONDITION). STATUATORY rights NOT AFFECIH). 
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WITH EVERY ORDER 

EVERY TIME YOU PLACE AN ORDER WE WILL INCIUOE A FREE 
game! THERE IS A LIMIT OF ONE FREE GIFT PER WEEK BUT NO 
MINIMUM ORDER VALUE TO QUALIFY. SECONDLY, YOU WILL ALSO 
RECEIVE OUR LATEST CATALOGUE PACKED WITH MORE OFFERS.' 
R£ASERB><BMBERTDAgroRVDtJRFRESOF?W>gLEVVHEH 


Microsoft Flight Sim '98 *** NEW ••*.£38.99 

Microsoft Southern California Data Disk for FS6.£23.99 

Scenerk Disk 6.0 ■ Fngiand & Wales/Hong Kong.£17.99 

Fl/ghi Sim 5 I Tower.£39.99 

Fught Sim FSFX V2 - Contains extra planes^ sarnnY, sounds 

ETC for FS5.1 & FS6 /REQUIRES FUGHT SHOP) .£28.99 

Flight Shop V2 for FSS 1 & FS6 . £35.99 

Boeing/Businiss Jeis/Airbus/Great Airlines.each £22.99 

Rem Air Traffic Conirol .£30.99 

Flying Ciassks: everything from a Sopwith to Concorde!. £ 17 99 
\Aech Warrior 5 & Expansion Pack.£16.99 

Megapak 8 - Master of Orion 2, Sim City 2000, Screamer 2, 
Broken Sword, Jagged Alliance 2, iMl A2, Atari Greatest Hits, 

Return to Zork, Jack Nickiaus 4.£29.99 

Men In Black.£27.99 

Micro Machines 3.£25.99 

Microsoft GolfV3.£13.99 

Microsoft Return of Arcade (Win '95 only).£17.99 

Monkey Island 3.£28.99 

Moto Racer.£28.99 

Muppet's Treasure Island.£9.99 

Myst.£17.99 
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ORDER WITH COMFIDEMCE FROM ONE 
OF THE LARGEST DISTRIBUTORS IN THE 
COUNTRY! OVER 700,000 SOFTWARE ITEMS 
SUPPLIED SO FAR AND YOU WILL BE SAFE 
KNOWING THAT YOUR CREDIT CARD WIU 
MOT BE DEBITED UNTIL DESPATCH! 

WE PROVIDE ONE OF THE FASnST 
DELIVERY SERVICES AROUND, 2-3 
WORKING DAYS MAX ON STOCK ITEMS. 
(PLEASE ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE) 

1ST CLASS DEUVEMY FREE Of 
CHARGETO U.K. /MAINLAND. NEXT DAY 
DELIVERY FROM £4. PLEASE ORDER 
BEFORE 3PM TO ENSURE DESPATCH. 


3D Movie Maker Nickelod£On/Standard£49.99.£32.99 

Ancient Lands.£29.99 £24,99 

Autoroute'98. £59 99 . . £50.99 

Bookshelf '96. £49.99 .£39.99 

Cinemania'97.£49 99 £18.99 

Creative Writer & Fine Artist.£59 99 . £28.99 

Dangerous Creatures .£29.99. £10.99 

Encarta World Atlas '98.£49 99 . £39.99 

Encarta '98 Standard .£49.99.£38.99 

Encarta '98 Deluxe .£79.99.£62.99 

Greetings Workshop 2.£29 99. ., £24.99 

Money '98. £29.99 £24.99 

Office '95 Standard V7 £199 99 .£69.99 

Office'95 Pro V7.£299.99 £129.99 

Office Pro '97 Win '95.£499.99. £199.99 

Plus FOR Kids.£19.99 £17.99 

Publisher '97 (Win '95) £99.99 £84.99 

Publisher V2 (Win 3.1) £99 99 .£29.99 

Windows '95 Upgrade .£99.99. £44.99 

Wine Guide .£49.99. £10.99 

Works V4 + Money '97.£79.99 £32.99 

World of Flight .£29.99.£14.99 


NASCAR 2.£19.99 

NBA Live '98.£28.99 

Need for Speed 2 Special Edition.£28.99 

Network Q Rally & X Miles Data Disk.£20.99 

NFL Madden'98.£28.99 

NHL Hockey '98.£28.99 

Nuclear Strike.£28.99 

Oasis/Blur/INXS/Police/U2 Interaqive.each £22.99 

Oodworld: Abe's Oddysee.£24.99 

OuTuws.£27.99 

Outpost 2.£27.99 

Pacific General.£26.99 

Pandora Direoive.£19.99 

Panzer General 2.£26.99 

PGA Tour Golf Pro.£27.99 

Phantasmagoria 2.£22.99 

Pinball'97.£12.99 

POD Gold.£17.99 

Police Quest Collection 1-4.£21.99 

Police Quest SWAT 2.£25.99 

Populous 3: the Third Coming.£28.99 

POSTAL.£25.99 

Premier /vUnager '97.£24.99 

Puzzle Bobble.£17.99 

QUAKE.£12.99 

QUAKE 2.£28.99 

Q! Zone - lOOs of extra levels for Quake.£12.99 

Shrak (extra levels for Quake).£14,99 

Rayman Gold.£13.99 

Realms of the Haunting.£15.99 

Red Baron 2.£25,99 

Redneck Rampage.£22.99 

Resident Evil.£24.99 

Riven.£29.99 

Sampras Extreme Tennis.£19.99 

Scrabble (3.5" Disk).£19.99 

Screamer 2.£14.99 

Screamer Rally.£21.99 

Sega Worldwide Soccer '98.£27.99 

Sensible Soccer 2000.£27,99 

SEniERs2.£12.99 

Settlers 2 Mission Disk.£13.99 

Seven Kingdoms.£24,99 

Shadows of the Empire.£27,99 

Shadow Warrior.£27.99 

Sid Meier's Gettysburg.£28.99 

Sierra Sports: Golf/Baseball '98.each £22.99 

Slent Hunter.£18.99 

Sim City 2000 Collection - includes Sim City 2000, Urban 

Renewal kit + Scenario Disk.£19.99 

Strihs of Sim City.£28.99 

Sm Copter.£18.99 

Sm Golf.£19.99 

Sim Isie/Sim Tower.each £7.99 

Sonic 3D.£21.99 

SPEca '97 CD (3000 Speorum & 1200 C64 games) £14.99 

Speedboat Ahack.£17.99 

Starcraft. £25.99 

Star General.£24.99 

Star Trek Borg.£21.99 

Star Trek Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 

Star Trek Generations + ‘EXCLUSIVE* A1 Poster.£18.99 

Star Trek Omnipedia.£17.99 

Star Trek: Starfleet Academy.£25.99 

Star Wars Monopoly.£31.99 

Steel Panthers 3.£25.99 

Super Puzzle Fighter 2.£12.99 

Syndicate Wars...£17.99 

Ten Pin Alley.£27.99 

Test Drive 4.£29.99 

Theme Hospital & Sim City 2000.£29.99 

The Golf Pro. £25.99 

The Reap.£25.99 

Tie Fighter vX Wing.£28.99 

Tie Fighter v X Wing data disk: Balance of Power.£13.99 

TOCA Touring Cars.£23.99 

Tomb Raider 2.£27.99 

Total Annihilation.£27.99 

Total Animals; includes Catz, Dogz & Worms.£19.99 

Unreal.£29.99 

VirtuaCop2.£29.99 

Virtua Fighter 2.£28.99 

Virtual Pool 2.£24.99 

Virtual Snooker.£19.99 

Virus. £21.99 

Warcraft 2 Deluxe inc 50 extra levels + hint book..£27.99 

Maximum War: 1650 levels for Warcraft 2.£14.99 

World Rally Championship (Network Q Rally 2) ....£20.99 

Worms 2.£28.99 

X Com: Apocalypse.£27.99 

X Miles - Data Disk for Network Q Rally.£6.99 

Yooa Stories.£16.99 

Zork Grand Inquisitor .. £27.99 



3D Ultra Pinball .. 


...£10.99 


7th Guest + 1 1th Hour.£13.99 

Ascendancy.£10.99 

Broken Sword.£9.99 

Cannon Fodder 2 -F Dune 2.£13.99 

Capitalism.£9.99 

Championship Manager 2.£9.99 

Chronicles of the Sword.£8,99 

Civilisation..;.£9.99 

Creatures.£11.99 

Cricket '96 (ELEaRONic Arts).£10.99 

Crusader No Remorse.£10.99 

Cyberstorm.£9.99 

Dark Forces.£11.99 

Desert Strike & Jungle Strike.£9.99 

Destruction Derby.£12.99 

DESTRuaiON Derby 2.£13.99 

Discworld 1 OR 2.each £13.99 

Doom 2 (Win '95).£13.99 

Duke Nukem 3D.£10.99 

Earthsiege2.£12.99 

F22 Lightning 2.£9.99 

Fade to Biack.£9.99 

Final Doom.£9.99 

Flight Unlimited *D0S*.£9.99 

Full Throttle.£12.99 

Gabriel Knight 2: The Beast Within.£13.99 

Grand Prix Manager.£8.99 

Harpoon Classic. £9 99 

Heretic: Shadow of the Serpent Riders.£12.99 

Hexen. £1199 

Holmes 2; Rose Tahoo. £10 99 

Indycar. £4 99 

Indycar 2. £9 99 

Jimmy White's Snooker. £10 99 

Kings Quest 7. £9 99 

Lemmings 1 &2.£12.99 

Lemmings Paifjtbaii + Oh No! More Lemmings + Lemmings£1 2.99 

Little Big Adventure.£10.99 

Micro Machines 2 Special Edition.£10.99 

Monkey Island 1 & 2.£13.99 

Mortal Kombat3.£12.99 

Network 0 Rally.£14.99 

PGA European Tour.£9.99 

PoucE Quest SWAT.£9.99 

Psycho Pinball.£11.99 

Rebel Assault 2.£12.99 

Return to Zork.£7.99 

Road Rash.£10.99 

Sam & /v\ax Hit The Road + Day of the Tentacle.£13.99 

Scorcher.£12.99 

Screamer.£8.99 

Space Hulk 2: V.O.T.B.A.£11.99 

Star Trek: A Final Unity.£10.99 

Strife.£7.99 

Super EF2000.£12.99 

Terranova.£10.99 

The Dig.£10.99 

Theme Park.£9.99 

Tie Fighter Collector's CD.£12.99 

Top Gun.£10.99 

Transport Tycoon & World Editor.£9.99 

Ultima 8 Classic.£10.99 

Ultimate Doom.£11.99 

Ultimate Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

Warhammer: Shadow of the Horned Rat.£9.99 

Wing Commander 3.£12.99 

Wipeout.£9.99 

Worms United.£10.99 

X Com: Terror From the Deep.£10.99 

XWing CoLLEaiON + Rebel Assault.£13.99 

Z.£9.99 



Corel Draw 4. .£19 99 

Family Tree Maker (Europress) . £16.99 

Hutchinson's Encyclopaedia '98.£29 99 

InfopediaUK. . £12.99 

Kai's Power Goo.£29.99 

Mavis Teaches Typing V4 .£24.99 

Ordnance Survey Map of Great Britain.£16.99 

Oxford Interactive Encyclopaedia.£19,99 

Partition Magic V3.£42.99 

Redshift 2.£24.99 

World Atlas V6.£12.99 


:: £22.99 ^ ^ £28.99 

£28.99 

DlSh4fer7 

101 Daimations Stcrybook/Pwnt Centre.£30.99,'£28.99 

Aladdin Actwity Centre.£19.99 

Hercules Animated Storybook. 

Hunchback of Notre Dame/Pocahontas Storybook .... 
Lion King Animated Storybook. 

.£30.99 

.EACH £30.99 

.£28.99 

Lion King Aomty Centre. 

.£30.99 

Magic Artist. 

Timon & PuMBAAS Jungle Games. 

Toy Story Animated Storybook/'Winnie the Pooh. 

.£32.99 

.£31.99 

.EACH £30.99 


DORLING KINDERSLEY 




3D Skeleton 

Amazing Animals Activity Centre. 

BAAA Family Health Guide 

Casue Explorer. 

Children's Encyclopaedia. 

Childrens Multimedia Doionary 
Chronicle Encyclopaedia of History 
Chronicle of 20th Century 

Encyclopedia of Nature 2 _ _ _ 

EnacLOPEDiA of Science + Nature + History. £24.99 

Encyclopedia of Science 2. £25.99 

Encyclopedia of Space & Universe. £25.99 

History of the World. £20.99 

My First Amazing World Explorer. £20.99 

My First Incredible Amazing Dictionary. £20.99 

PB Bear's Birthday Party. £20.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Inseds 

& Bugs, Flowers, Classic Cars, Cats, Birds.each £ 8.99 

Stowaway. £14.99 

Ultiaaate Human Body 2. £25.99 

Virtual Reality Bird/Cat.each £14.99 

Virtual Reality Dinosaur Hunter. £20.99 

Way Things Work 2 £25.99 

World Atlas for Windows. £29.99 


THi nou? OF lORAtlOE 

is a highly-acclaimed collection of inexjjensive packages 
alignM to the notional curriculum which teaches solely 
throuah game-based activities designed to stimulate your 
children and interest them. Choose fromEorly Essentials 
..... 




...Each £44.99 


Berlitz Think 4 Tau Range 

French/German/Sp/inish/Italian... 

Eurof«ess Lanc-uac-e Labs French, German, Russwn or Spanish, Gwe 

YOUR CHILD A HEAD START WITH THESE fUN TO USE PACKAGES .£16.99 

Language Assista/jt (TrajNsiatop) Easily transiates documents from 
O R INTO French, German, Spanish or Italw .Each £19.99 


Cleansweep '97. £32.99 

\ First Aid '97 for Windows '95. £21.99 

\First Aid '97 Deluxe for Windows '95 ....£35.99 

J \ McAfee VirusScan V3. £24.99 

£21.99 \ McAfee VirusScan inc Q'ly Updates...£56.99 

, . Nuts & Bolts. £37.99 

'«j*^^HAT's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, PC Handyman ....£39.99 
Uninstaller 4,5. £29.99 


_ 

Worried it might not arrive in time? 

Why not visit our new club 
SUPERSTORE WHICH HAS JUST OPENED IN LEEDS 
AT THE ADDRESS ON THE ORDER FORM! AU 
ITEMS IN THE STORE ARE AT THE SJLME 
DISCOUNTED PRICES AS OUR MAIL ORDER 

DIVISION. Please note that there is no 
CHARGE TO BUY FROM US BY MAIL ORDER BUT A 
ONE OFF MEMBERSHIP FEE OF £5 IS PAYABLE IF 
BUYING FROM OUR SUPERSTORE. NU5 CARD 
HOLDERS JLND OAPS £2.50. 


0113 334 0444 

SALES HOTLINES 7doys 

0113 334 0999 

TECH SUPPORT Mon FH 

0113 334 0666 

CUSTOMER SERVICES 

Mon-Fri, 9am-6pm 

0113 234 0770 

SALES FAX LINE 

email: GameplayUK@aol.com 



Dr Seuss ABC/Green Eggs S Ham/Maths Workshop , each £23.99 

Harry & The Haunted House/Just Grandma i Me.each £23.99 

Kid Pix Studio/Little Monster at School.each £23.99 

Logical Journey op the Zoombinis.£23.99 

Ruffs Bone/Gregoiy L the Hot Air Ballon.each £16.99 

Sheila Rae, the Brave/Tortoise & the Hare each £23.99 

EUROPRESS 

FUN SCHOOL 6 - Fairyland, Magicland, Futureiand £14.99 
Games Factory.£24.99 

GCSE Maths/English/Physics.each £14.99 

MICROSOFT 

Creative Writer/Fine Artist.each £16.99 

Creative Writer 2.£24.99 

Fine Artist + Creative Writer Double Pack.£28.99 

Magic Schoolbus Earth/Body/Soiar System/Oceans/Dinosaurs each £24.99 
Ultimate Haunted House/Magic Schoolbus Rainforest ...each £24.99 
OTHERS 

ADI Boo Read & Count 4-5/6-7yrs.£18.99 

ADI English & Maths 11-12/12-13/13-14/14-15.£19.99 

BBC Wallace & Grommit.£16.99 

Iona Range - Milue's Math House, Muppets Beginning to Read, Muppets 

Read Lsten Learn,Sammy's Science House, Etc.each £13.99 

Jan Pienkowski's Haunted House.£12.99 

Print ARmTV4 (Sierra].£17.99 

Revise GCSE Physics, Biology or Chemistry (ACACIA Series).£18.99 

Sim Park/Sim Tunes.£21.99 

Studyworks Maths ages 14+.£14.99 

Virtual Springfield .Jt 18.99 

Winnie the Witch/Fish Who Could Wish/Whales & Dolphins..each £9.99 


GRAPHICS CARDS 

THE WORLD'S 

FIRST SD 

GRAPHICS 

CARP!! 

FeATURIN* TNI LATEST POWER VR ARCAOE-LEVEL 
IP ACQEIERATOR QHIP AN* A UONTNINO FAST 
IIPRIT IP ORAPNieS QARO. TNE ApOCALVPSE SP 
IS TNE MOST POWERFUL ORAPNIOS OARO 

availarleI Comes runoleo with Meon IFarrior 
2, Ultimate Race, Wipeout 2097 , Tomr 
Raioer ano Terracioe to oet you ooinoI 

Apocalypse 5D 6MB RAM.£164.99 

Apocalypse 5D 8MB RAM.£189.99 

Apocalypse 8DX - Power VR 3D accelerator chip. 
Compatible with all DirectDRAW 2D oraphics cards 
Apocalypse 3DX -+ 5 game demo CD .. .£64.99 
Apocalypse 3DX •+ 5 games usted above £94.99 


Alfa Twin Sputter Adaptor.£15.99 

CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Force Feedback FX Joystick.£114.99 

CH Game Card.£25.99 

CH Gamestick Joystick.£21.99 

CHF-1 6 Fighter Stick.£94.99 

CHF-16 Combat Stick.£61.99 

CH Racing Wheel.£47.99 

CH Racing System.£82.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad “Pro** .£27.99 

Saitek Megagrip 8 Joystick.£8.99 

SuNCOM F-15E Talon.£44.99 

SuNCOM F-15E Raptor.£29.99 

SuNCOM G-Force Pius Yoke.£34.99 


Microsoft Sdemndb Precision Pro ...£45.99 

MS StDEWMoa Fona FrasAOC. £109.99 

Microsoft Sidewinder Gampad. £29.99 



THRUSTMASTER PRODUCTS 

Thrustmaster T2 Steering Assemiiy Comes with Steering Wheel. 

Gearstick, Pedals & Programmable Buttons . £99.99 

Thrust/aaster GPI Steering Wheel Bonus Pack - 
includes Network Q Rally, X Miles & Power FI £48.99 

Thrustmaster FI Steering Wheel. £114.99 

Thrustmaster ACM Game Card. £26.99 

F-16 FLOS Joystick- Features Four 4-way hats, 3 Buttons, 

Dual Stage Trigger & Paddle Switch . £109.99 

F-16 TQS Throttle - True Replica of F-1 6 Throttle Quadrant 
System. Targeiing Cursor CoNina, 4 -way radio switch, etc.E 109.99 

F-22 Joystick. £129.99 

Millenium Joystick. ELOWEST 

X-Fighter Joystick. £38.99 

RCS Rudder Control. £119.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Top Gun Official Joystick - 4 Way Hat Switch, Weighted 
8ase, 3 8eveled 8unoNS, Quick AaioN Trigger and 

Thrustmaster quality and durability!. £29.99 

Top Gun Joystick + Top Gun game (by Microprose). .£38.99 



X36 Fughtstick & Throttle Pack 

Unarguably the best bundle this 
Christmas! Excellent reviews 

FROM ALL MAGAZINES, EVERY FEATURE 
conceivable - CALL FOR MORE INFO 

£84.99 

PC Dash Command Pad 
Brilliant new concept in games i 
control allows you to puy and 

MASTER COMPLEX GAMES MORE EASILY. 

Simply touch the picture to 
control the game! Fully 

PROGRAMMABLE, 8 WAY THUMB PAD ' 

£39.99 

NEW Megapad MX632M 

8 BUTTONS, INDIVIDUAL TURBO AND AUTO- 

SEiia, LED, Auto-calibrating, 15 Pin 

£14.99 


4 MICROSWITCHED fire BUnONS WITH 
TURBO-FIRE, HAT SWITCH, SEPERATE 
THROHLE LEVER, PROTEIN RUBBER GRIP 

£28.99 

Saitek X36F Programmable Flightstick. £59.99 

Saitek X35F Throttle Rudder System. £39.99 





I FI SIM STEERING 
WHEEL 

Hand-stitched replica 
FI 10" steering wheel , 
self-centering and 
I torque action. LED gear 
change indicator. Gear change functions 
on steering column, 2 programmable 

buttons. Steel pedals. £144.99 

FI Sim Compact - as per FI Sim but 
without LED display and with durable 
plastic pedals rather than steel. The best 
steering wheel for under £100.. .£72.99 



N/kme;.... 
Address: . 


95<Cut out this order form and post to: 

GAMEPLAY, ENTERTAINMENT HOUSE, 
CROSS CHANCBiOR STREET, L£B)S, LS6 2TG 

.Have you ordered before? Yes / No 


Urn description 


Price 


Postcode:.Signature: ... 

Tel:.Fax:. 

Cash Q Cheque Q Postal Order □ Card O 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE 

£ 

Postage is FREI For all games shipped within the U.K. DO p 

Oational NEXT DAY DELIVERY available: £4.00 for 1 st 

£ 

ilem plus £1.00 for each subsequent item T/%TA| 
Ove^as postage - £2.50 per software ilem. 1 V 1 /VI* 

£ 


a Cheques payable to 'Gameplay'. 

Prices correct at time of going to press. E & OE I 

I Card No. □□□□□□□□□□□□□□□□□□ Expiry Date □□/□□ Issue No. □□ ■■JMiie . 

■ SWITCH ONLY ■ 

'last order dates for CHRISTMAS: BY CREDIT CARD - 15/12/97, 


DELIVERIES UP TO AND 

BY CASh/pO - SEND BY 1 l/l 

DELIVERY MAY STILL BE POSSIBLE. 


ffl.jwavpwg mmsTtmi - 

1 /1 2/97, BY CHEQUE - SEND BY 4/1 2/97 PlEASE CALL FOR DELIVERY CHARGES AFTER THESE DATES AS 
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PSYGNOSIS 


ACCELERATOR ENHANCED GRAPHICS 


© 1990-7 Psygnosi! 


)oard, Psygnosis and the Psygnosts Logo are trade marks or registered trade marks and © of Rsygnosis Ltd.. ALLJ^iGI^S RESERVED. 










